


w^ crorf 


kage 

aOFT^ABB 


X / The fir^4 proper 32-bi4 
football extravaganza 





nmr. VV’.* .w. 


miL 

iHoio f 


L\^ 





m 

page^^ 

Subscribe for 
£12S a cop^! 

(dirt cheep) 


jo ' 

ifr!L^44f^cn « 
rr^TcnT/ 






The wriggly regiment stink 
of fish, but they’ll have you 
know that they’re not bish 
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Free previews 
Free guide? 


J Boomshakalak, boomshakalak, NBA Jam 
0 is kickin’, it’s bitchin’, it’s pumpin’, it’s 
9 thumpin’ and it’s certainly not cack 






dl World’s best golf game? It’s by no means lame 

VI ALSO: Twisted Metal, SAS Kick Ass, DefConS, Johnny Bazookatone 

’ JRfi pubSeft^of BamePra 


lS€>ny'P^r€9 Wssmac 


















CONTINTS 
lOOH puft, 

elassle garfitplty. 


The Raiden Project isn’t new. 
The first part was released 
IN THE ARCADES IN 1990 , 
THE SECOND IN 1993. BOTH CAN STILL 

BE FOUND THERE TODAY, HOLDING 

THEIR OWN ALONGSIDE 

THE CURRENT HIGH PROFILE 

ARCADE MACHINES. 

The Raiden Project stands apart 

FROM THE CURRENT CROP OF 

Playstation games. It can 

AFFORD TO. RAIDEN SETS ITS OWN 

LIMITS, DRAWS UP ITS OWN RULES IN 

THIS BETTER-THAN-THOU INDUSTRY. 

The only cutting edge element in 
The Raiden Project is its dedicated 

CONVERSION PHILOSOPHY. SO, IF YOU 

THINK A GOOD GAME RELIES ON 

CURRENT TRENDS RATHER THAN SOLID 

GAMEPLAY THEN PREPARE FOR 



DISAPPOINTMENT, 
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PlayStation 


There may be no way of telling which games will be classics but Raiden doesn’t care... 
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“one of, if not the classic arcade shoot’em-up of all time. The Raiden Project is 

I 
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QUITE SIMPLY ONE OF THE BEST ARCADE SHOOT’EM-UPS EVER CREATED.” 90% GAMEPRO 


Sefbu Kaihatsu 


“ ” and “PlayStation” are trademarks 

of Sony Computer Entertainment Inc. 

® 1995 Seibu Kaihatsu. Inc,. 













Ace your way through the MOST ADVANCED 3D SPORTS TITLE 
EVER. Only Power Serve 2D Tennis, the PlayStation*s benchmark sporting 

EVENT, BOASTS SMOOTH, FULL MOTION CHARACTER MOVEMENT WITH FREE 
RANGING 360^ VISUALS that keep you at the very peak of your game. 



PLAY IT LIKE YOU MEAN IT! 









PlayStation 


OCEAN SOFTWARE LTD . 2 CASTLE STREET . CASTLEFIELD . MANCHESTER . M3 4LZ . TELEPHONE: 0161 8 32 663 3 . FAX: 0161 834 0650 


DEVELOPEDBY S.P.S. “GROUND STROKE” 
© 1995 S.P.S. “GROUND STROKE”. 


" and “PlayStation" are trademarks of Sony 
Computer Entertainment Inc. 
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Showing Off 

Software and that. It’s a big time 
industry these days, and all soft¬ 
ware companies worth their salt 
give ream things away 




MR A LEE 
IDG MEDIA 
MACCLESFIELD 


Woims is the Christmas 
game of the month. The 
best simuitaneous multi¬ 
player game on the 
PlayStation and a right 
iaugh to boot. Ideal 
Christmas present 


DefCon 5 is the iatest American 
import to go down a treat. To be 
released in Britain soon, we 
thought we’d show you how 
good it is first 


Competitions can win you a 
PlayStation, 3D Lemmings 
games and other stuff 
The Tope Debate gets the 
SonyPro staff all argumentative 
Fonim throws up an issue for 


you to comment upon 
The Full SP shows you how 
many games are on their way 
Subscribe for £ 1.25 an Issue 
and be the most astute 
PlayStation owner anywhere 


SAS Kick Ass 

One of the SonyPro 
team foolishly agreed to 
get his heed kicked in 
by the SAS for an intro 
sequence. Find out who 
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Johnny Bozookotone 

would make Elvis 
Presley turn in his grave. 
If he was dead, that is. 
He’s not, but Johnny B 
does him proud anyway 
with his top purple quiff 




Electronic Arts spesh 

Not content with dominating 
every other computer game 
format, EA is about to flood 
the PlayStation market 
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Royman had everyone all flummoxed. 
Until now. SonyPro brings you the first 
part of the definitive guide 


1A2 


Myst is one of this month’s lead 
news stories. Why? Because it’s the 
first game to convince anyone that 
finding a book is ream 


SCIENTISTS SAY 
WE ONLY USE 
1/8 OF OUR 
BRAINPOWER. 
FIND OUT WHAT THE 
OTHER 7/8 IS FOR. 
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PlayStation 


CALLS COST 25p/MIH CHEAP RATE. 39p/MIN AT ANY OTHER TIME (CORRECT AT OCT. 1995). MAX CALL COST IS £2.99. PLEASE ASK PERMISSION OF THE BILL PAYER BEFORE MAKING A CALL. SERVICE PROVIDED BY ADCALL. PO BOX 3000. 
LONDON N20 9RB. ' AND ‘PLAYSTATION’ ARE TRADEMARKS OF SONY COMPUTER ENTERTAINMENT INC. 


SONY HAS LAUNCHED THE PLAYSTATION 
POWERLINE, A TOUCHTONE SERVICE 
OFFERING YOU GAME HELP, HINTS AND 
TIPS, TECHNICAL SUPPORT, SET UP 
ADVICE, AV ADVICE, RELEASE 
INFORMATION AND COMPETITIONS. 


SONY 

<> POWERLINE 0881505 505 

COMPUTER 
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WopM^ 

A surprisingly playable 
strategy/blast’em-up involv¬ 
ing pink soldiers 

lb 

Nova ^4 opm 

When will they learn? 
Graphics don’t maketh 
game. Never, probably 


Twidred Ke4al 

It’s not so much a racing 
game as an ail-out battle to 
the death 




TheMe fbrk 

Your chance to right the 
wrongs of the people in 
suits at Blackpool 
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^kiker 96 

Easily the best PlayStation 
football simulation. So far, 
that is 


C&beP^peed 

It shouldn’t have come out 
on the PC, never mind the 
PlayStation 










WWF Wi’e^4leMania 

Apparently it’s pretty good, 
American-style pretend scrapping 


Parodiu^ Deluxe 

The question here has to be 
‘why?’. 16-bit & 16-bit doesn’t 
necessarily make 32-bit 


To4al Eclipse Tufbo 

It’s time to welcome a new race 




of alien invaders, it’s time to light 
the light, it’s time to get things 
started 


E^PN Ex4reMe ^poi’4^ 

Crossing the finish line first - at 
any cost - is objective number 
one 


90 LeMniffg^ 

The green-haired suicide squad is 
back for more shenanigans, 
except in 30. 


Warhawk 

Fondly known in the office as 
Dirthawk - and that’s being 
kind 


OefCoff S 

Millennium cause a stir with an 
acomplished strategy/adven¬ 
ture 


FQA Toui- Qolf 96 

The classic golf sim makes its 
debut on the PlayStation 


PriMe Qoal EX 

Slow footy - or as Steve would say 
‘Footy for the thinking man’ 


^4at’Hade 

Arcade-perfect conversion. Hold on, 
was the arcade game that easy? 


NBA JaM TE 

TE, by the way, stands for Tournament 
Edition. Which makes it all ream 


Loaded 

Senseless violence in a prison - a bit 
too much like real life - is that what 
the 18 certificate’s for? 


ro Reviews aL Lhe Freepo^L addre^^ oL Lhe back of Lhe 











The scenery 


after hauing 


copped untold 




As the 
popular 
saying 
goes: ‘The 
early bird catches 
the worm, then 
dies a violent 
death os the 
worm turns and 
blows It away 
with a bazooka 
from point blank 


ShlO&E 
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range’. At least 
that’s how it 
should go 


Shock horror exclusive revelation! The 
way a review comes to fruition - and 
this is in the tiniest nutshell - is as fol¬ 
lows: Press release arrives in post with 
software release schedule. Game is allo¬ 
cated some space in the magazine. 
Phone call is made to software publish¬ 
ing company to arrange appointment 
for demonstration of game. Public rela¬ 
tions person from software house (usu¬ 
ally ex-Europress employee) calls round 
with game. Go out for lunch at local 
American diner. 

Have one drink too many. Come 
back. Take piss out of PR person and 
his game. At end of day, tell him you 
were only joking/there’s no hard feel¬ 
ings/of course the game’ll get at least 9 
out of 10 and four pages (Adrian). 

Obviously it's rare that a great game 
does come in, and after several embit¬ 
tered years of reviewing video games 
the shock of seeing a good one is often 
too much to take. Worms made me, and 
the rest of SonyPro, freak. Reviews Ed 
Steve McNally and I played it non-stop 
for five hours. That's saying something 
for two people whose attention spans 
put together normally measure less 
than that of an average goldfish. 
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go. Soon-to-be-rich Andy Davidson, who 
conceptualised the whole thing, deserves 
every penny he earns. Not since 
Lemmings rocked the games industry 
over four years ago has a multi-format 
game outside the hype-attracting beat- 
'em-up genre created such a buzz. 

At the time of writing. Worms isn’t even 
out, although by the time you read this it 
should be flying - rather than wriggling - 
off the shelves. As it says on the box: 
They’ve turned. And how. 


What a game. Make no bones about it - 
because there are no bones in worms, 
thus making the term 'bone on’ a bit of a 
misnomer - it doesn’t look much to start 
with. Lemmings-like scenery, tiny sprites, 
tons of buttons to press, and what seems 
like far too many weapon icons could put 
the non-believer off straight away. 

Production Ed 
Neil, for example, 
said, ’It looks dirt’. 
Others not in the 
know dissed it as 
being unsuitable 
for the Play¬ 
Station. Why? 
Because they 
couldn’t be both¬ 
ered sitting down 
in front of it and 
giving it a proper 
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imagine the 
scene. Randomly 
placed on a land¬ 
scape about three 
screens wide are 
up to four teams 
of worms. Each 
team has a sup¬ 
ply of weapons 
and gadgets to use in an attempt to blow 
the other sides into wormdom come. 

So it’s not like Lemmings - to win, you 
need to kill worms, although it has to be 
said that you need to look after your own 
or before you know it you’ll be wormless. 
Painful in the extreme. 

Turn-based, each worm has the chance 
to inflict damage on others on a percent¬ 
age points basis. All worms are equal in 
the eyes of Andy Davidson, and all slither 
off (rather than kick off, cos worms don’t 
have feet, remember), with 100 health 
points each. 

An amazing array of icons - 23 of them 
in all - can be called up to start Worm War 
One in earnest. The first few games you 
play are very much trial and error as you 
suss out when a cluster bomb is more 
effective than a bazooka shell or when to 
teleport rather than tunnel. 


Left: Hn 
airstrilse — 
potentially 
the most 
deuastating 
attack 
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Worms is at its best when played 
in two, three or four-player mode. 
That’s not to say that playing the 
computer is no good, because it 
is. The computer intelligence and 
skill is set at a challenging level, 
but it’s just not the same as see¬ 
ing grown men go red in the face 
with humiliation, before scream¬ 
ing, ‘Just one more go.’ 

As each game goes by, you’ll 






















When you’ve got the hong of each weapon’s 

nuances and capabilities, Worms can often end up 
as a long distance slugfest. What often happens is 
that both/all sides suffer casualties until there’s only 
two worms left, one on either 
side of the screen. This is when 
the cunning ‘sudden death’ 
option comes in. Once a match 
has been in progress for 15 
minutes, the remaining worms’ 
energy levels are knocked 
down to one point, thus making them very vulnera¬ 
ble to hostile fire. The tiniest piece of shrapnel could 
now be your nemesis. 


All the above, however, can be changed to suit 
yourself. Each fragmental detail of Worms is config¬ 
urable, and although the default options are fine. 
Worms addicts wormwide will soon be changing the 
rules to suit themselves. 

Check out the post-match 
stats for a laugh too. Yes, 
there’s even a saveable league 
system with individual worm 
rankings for the show-off in all 
^ of us. 1 was going to conclude 
this review by saying Worms is one for the strategi¬ 
cally minded. No way! I’d recommend it to any 
owner of a PlayStation. Let’s face it. I’m as strategi- 
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discover the diversity in scenery, 
locations and landscaping. 

There’s a Bosch-style demonic 
area iittered with devils, gibbets 
and skulls, an arctic scene with 
snowmen and ice caves (just 
watch them worms sljde to their 
doom), and a candy world con¬ 
structed from honeycombed 
chocolate and striped lollies too. 

No landscape is immune to 
bombing, however, and you’ll 
soon learn that there’s no place for 
ozone-layer protectionists in 
Worms. 

Each world is randomly gener¬ 
ated in front of you, and if you 
don’t like the look of one, just 
give it a miss until you find one 
you do like. 

You’ll soon become 
familiar with the geo¬ 
graphical features of 
the various locales, 
but it’s virtually Impos¬ 
sible you’ll find your¬ 
self dealing with an 
exact replica of one 
you’ve tackled before. 
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GRIYIE LUorms 
GENRE Strategy 
SOmURRE HOUSE Ocean/Team it 
PRICE 

Rpart from the nine hilarious ren¬ 
dered cut scenes, LUorms doesn't 
looK much. In fact, it resembles 
Lemmings. The sprites are tiny, 
but on closer inspection they're 
more detailed and better animated 
than the green-haired rodents. The 
gameplay is far more fun too. Each 
uersion [it's to be released on 
euery format] of LUorms is 
ostensibly the same, but the 
PlayStation one looKs and plays 
better than all its ixiriggly peers. 
The surprise package of the year. 
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True Pinball break 
but not the laws 


IVue Pinball is the ultimate fully 
rendered/ high speed propulsion into 
the electric world of pinball fervour. 


Why? 


Because it incorporates four tableS/ 
multiballS/ video modes, incredible 
music, high res 2D and 3D Anews and 
32,000 plus colours, because it 
remains faithful to every aspect of 


mathematical precis 
gravity conditions, a 
stems from Digital I 
considerable experi' 
That's why it adds ' 


m o 









ion right down to 
ad because it 
llusions' 

mce - that's why. 
p to the fastest/ 


most accurate sim on the market and 
shatters the mould of what we are 
asked to accept. 


” and “PlayStation" are trademarks 
of Sony Computer Entertainment Inc. 


PlayStation 


the mould 

















Rs you 


the 

animation 

graphics 


simply 

stunning 


A genre that's been pushed to the limits on every format 
imaginable is now being well and truly brought up-to-date 
thanks to some pretty impressive PlayStation offerings. 
Novastorm is craftily disguised as a good game and 
promises to play like the greatest release ever. 

The stunning animations and sound leave you waiting 
for the purest and most frenzied laser blast’em-up In the 
entire history of frenzied laser blast’em- 
ups! After the animations stop you're 
guided straight into the game itself, 
which, true to form, is a shoot'em-up in 
the traditional sense of the word. 

Unfortunately, no matter how 
much the impressive background 
scrolling continues, it soon becomes 
apparent that the game itself is a bog- 
standard effort in the vein of Microcosm. 
The 30 backgrounds are admittedly 
impressive, but the ships themselves appear to have just 
been slapped on as an afterthought, and are represented 
by feeble, run-of-the-mlll 20 images. 



Sony Interactive Europe, formerly 
known os Psygnosis, has conjured 
up that most original of concepts, 
the shoot’em-upl 
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Depending on your personal 
preference, there are three skill 
levels to use as you will. It’s 
best obviously if you begin on 
Easy level, which to be honest 
is exactly what it says. A little 
too easy maybe, but it does 
give you the chance to get the 
feel of the game. The next 
level up will test hardened 
gamesplayers as the enemies 
are much tougher. As for the 
Hard level, it’s best left alone 
unless you fancy being 
pulverised almost instantly. 

Novastorm, for all of its 
impressive backgrounds and 
animations, is to all 
intents and 
purposes, a standard 
shoot’em-up with 
small levels of 
frantic blasting 
action and tough 
end-of-level 
guardians. These 
bosses can be 
disposed of using 
one of your two 
extra weapons: A 
smart bomb which 
can inflict serious 
damage, and a 
panic weapon which will fire in 
ail directions. Your only other 
form of attack is a laser which 
can be powered up by 
collecting icons after a wave of 
enemies has been wasted. 
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Power-up icons can improve your ship’s handling and speed. This 
certainly makes your task a whole lot simpler, assuming you cipar 
enough waves of enemy fighters. In fact, it’s possible to have your 
entire ship surrounded with firepower of your own. However, this 
makes it a little difficult to see exactly where 
your ship is in relation to the vast spray of laser 
fire surrounding it. 

At some stages you will find it very tricky to 
see exactly what’s going on. This is due to the 
incredible number of enemy ships and the 
frenzied laser fire from all parties. More 
confusion is caused by the end-of-level 
guardians, which all 
vary in strength. Not a 
problem if they appear in order, but the 
first guardian is by far the trickiest in the 
entire package. Weird. 

Novastorm sets out to be the ultimate 
shoot’em-up experience and begs you to 
save the universe from adversity. You’ll be 
left wondering exactly why? 



sunriMnRV 

CnrilE Nouastorm 
GENRE Shool'cin-up 
SOFTUJRRE HOUSE Sony 
PRICE EMM.eici 

If it's stunning animations in the 
form of a mini mouie. in-game 
animations betiueen leuels, and 
impressiue aD landscapes you're 
after. Nouastorm comes highly 
recommended, if. on the other 
hand, you luant a totally playable 
and enjoyable shoot'em-up Luith 
more and more unexpected 
challenges, you should perhaps 
look elseixihere. Rre Lue euer going 
to see a game that successfully 
blends superb graphics and 
unbelieuable gameplay? 
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PC CD-ROM. SEGA SATURN & SONY PLAYSTATION 
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Oh no, that’s bish! 

This is not the kind of over-the- 
shoulder comment you expect to hear 
when you’re reviewing a game for 
SonyPro. For one thing, ‘bish’ isn’t a 
real word, it’s just a pump Geordie 
term which Alex made up as a 
substitute for something altogether 
more profane. And for another, this is 
the PlayStation we’re dealing with 
here, and generally there’s nothing 
‘bish’ about it. 

To be fair, the bish thing in 
question has no real effect on 
the game. The comment came 
after a change of driving 
perspective had moved 
proceedings from behind to 
inside the vehicle - a super¬ 
charged 4WD monster truck 
complete with machine guns, 
homing missiles and a bish pair 
of hands, moving bishly on a 
bish steering wheel. It doesn’t alter 
how the game plays and it doesn’t 
really spoil matters much, but this 
aspect would look more at home on 
an outdated 8-bit home computer. It 
looks shoddy, untested and generally 
half-hearted, and unfortunately, as 
first impressions go, could not be 
better suited to Twisted Metal. 






If there’s one 
thing better 
than rubber¬ 
necking like a 
ghoul at a spot of 
road carnage, it’s 
causing the mayhem 
yourself. Surely then, 
this is the stuff that 
dreams are made of 






Right; This 
truck has 
beastly 
firepouier, but 
handles like a 
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Rn armour plated 
Lamborghini atlempls to 
ram a military armoured car 
out of the conteet 
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What is it with driving games 
these days? There was a time 
when simply getting into a car 
and spannering around a track 
for countless laps was enough, 
but not any more, oh no. These 
days it’s all about missiles, 
tactics and general destruction. 

All well and good for a real life 
trip home along the M62, and a 
nice idea if it’s done right, but a 
pretty pump one if it isn’t. 
Twisted Metal, as you may have 
already guessed, falls into the 
second category. 

Well it kind of does. What you 
have is a choice of 12 bizarre 
vehicles (of which the pink 
pimpmobile is by far the best). 


armed to the hilt with machine 
gun rounds, and, if you collect 
them, guided missiles. Er, and 
maybe a few bee-tches in the 
aforementioned tack wagon. 

Taking control of one of these 
vehicles, you career around five 
different zones, avoiding 
unfriendly fire, and picking off 
other vehicles and wiping them 
out in determined fashion. 

As if skidding round corners 
and implementing 360° turns 
wasn’t enough, there are ramps 
for extra stuntworthiness, and 
there’s always the option to 
knock over and splatter the stray 
geezers who tend to hang 
around on the street corners. 


>oue: Tnis 
more liKe 
inster truck 
lly tban a 
duel 
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SUMItinRV 
GRME Tujieted fYletal 
GENRE Battle driuing 
SOFTlilRRE HOUSE Sony 
PRICE 


Rs an idea. Tixiisted fYletal is good. R 
drioing game ixiith missiles, original 
uehicles. no defined tracK. and 
Luhere a little bit of strategy can 
uiorK ujonders. sounds a treat. In 
practice tbougb. it's a long Luay 
from being great. LUitb tbe poLuer of 
tbe PlayStation coupled luith 
eKcellent arenas and 12 good 
looking cars to driue. it should be a 
treat to play, but it's let doixin by 
lack of attention to detail. Is it bish 
then? LUell. no. But can you liue 
uiithout a game like this? Easily. 
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The six levels vary from freeways 
to rooftops, and look the part in 
every way. A radar of sorts 
displays your position in relation to 
that of your adversaries, and 
limited regeneration ramps reduce 
some of the damage you’ll sustain. 


In the default control, one button 
propels your vehicle forwards, 
another backwards, and others 
take care of the rest. 

The best feature of Twisted Metal 
is the two-player split-screen duel 
where you can take on a mate. 



















This has to be the most spectacularly bad choice of times to launch Cyber- 
Speed imaginable. Wipeout mania is still rampant and 1 doubt whether many 
people have played it enough to be fed up enough to go out in search of a 

replacement. That is all Cyberspeed could be, because 
the differences between the idea behind the two 
games aren’t all that great. 

Example: control a craft that hovers about the race 
track and try and come first in each race firing your 
weapons and collecting the power ups that are littered 
around the track. 

The main difference is that in Mindscape’s effort your 
course around the track is unalterable because each 
craft is powered by a connection between itself and a 
thin pinky coloured wire suspended above. It means 
that your vehicle is guided around like a monorail, with 
the only deviation from the course being to swing out 
to the side when your going too fast. This does add an 
interesting new dimension as well though. You have 
full control over the craft’s angle in relation to the wire allowing you to not only 
overtake competitors at the side but also above and below as well. 





CybeiSpeed, a 
futuristic race game 
with vehicies that 
hover sU feet above 
the track. High speed 
thrills and excitement a la 
Wipeout, but from 
Mindscape? Not quite, 
although It's not for the 
want of trying 
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On some of the later tracks Mindscape 
have decided to throw an extra span¬ 
ner into the works. They’ve sneakily 
placed obstacles at various locations 
some of which you may have to go 
around, some over, some under - you 
know the score. 

This adds a bit of spice to just being 
guided around the track and livens 
things up a bit, but on the downside 
they can be damn frustrating as well. 

The first few times you haven’t got a 
hope of anticipating them so therefore 
it’s inevitable that you’re going to hit 
them and waste valuable time. 

You have to say that in time you do 
get used to them but it is very frustrat¬ 
ing when you think that to qualify for 
the next stage you have to finish in the 
first three. 



Maybe if I’d played Cyberspeed about three 
months ago I’d have been impressed. 1 doubt 
it, but maybe, just maybe, the admittedly 
impressive graphics would have swayed me 
towards it’s somewhat unexciting brand of 
race game action. That of course was before 
Wipeout. The idea behind this is just too simi¬ 
lar to avoid comparisons and sadly for 
Mindscape, Cyberspeed doesn’t compete at all 
in a single depart¬ 
ment. 

1 wanted to like it, 1 
really did but as soon 
as 1 realised you had 
essentially little or no 
control over your vehi¬ 
cle as it hurtled 
around the track all 
my enthusiasm dissi¬ 
pated in a second. Any race game where you 
can hold down one button constantly and 
safely negotiate your way around the track 
without touching any other joypad key includ 
ing the d-pad (although admittedly you defi¬ 
nitely won’t win) is not going to go down well 
with me, or indeed anyone who plays it I’m 
afraid. 

There’s no doubting it looks nice, it’s just that 
in this case the screenshots paint a very mis¬ 
leading picture indeed. I’d buy Sony’s offering 


It can be most annoying when all 
your hard work goes down the drain as 
a result of something that is completely 
unavoidable and 1 can’t help but feel 
that somebody sat down and thought 
this isn’t much fun, what can we do to 
make it a bit more difficult? 
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There is supposed to be a 
televisual feel about the 
game. You’re supposed to 
feel as though you’re watch¬ 
ing on TV I think hence 1 
was expecting race com¬ 
mentators, impressive intros 
and the like. What do you 
get? A series of pseudo funny adverts which irritate 
the heli out of you after at most, seeing two of the 
buggers, and are there it seems only to give your 
thumb a little more exercise to press the button to 
skip them. 

You’ve probabiy guessed by now that I’m not all 
that keen on this. 1 wasn’t against it from the start. 1 
was prepared to give it a chance but everything 
about it just seemed so sub standard. Maybe we’ve 
been totally spoiled by what’s gone before but that’s 
not the point. Mindscape cannot use the quality of 
the opposition as an excuse to release a sub stan¬ 
dard game, and in ali honesty, that’s exactly what 
this is. Any game that is released on the 
PlayStation is jumping into a hotbed of competition 
and if you’re not up to the job you’re 
going to get burned. Unfortunately 
for Mindscape CyberSpeed has 
pretty much burst into a bail of 
flames. Somebody pass the 
fire extinguisher. 


SUMMRRV 
GRTYlE CyberSpeed 
GENRE Racing 
SOFTUIRRE HOUSE iriindscape 
PRICE 

Until nouj I'd luckily not really 
played a bad PlayStation game. 1 
can't say that any more. 
Cyberspeed is by far Ibe Luorsl 
game I'ue played on Ibe neui 
machine and. uuilh lUipeoul still 
fresb in our minds 1 can't really 
come up Luilh much to recommend 
it to you. It's got nice graphics, it 
moues quite quickly but the game- 
play just isn't there and that 
makes this a completely uiasle of 
lime in my opinion. 
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INTRODUCING A GAME CLASSIC... 


Best-selling Game of 1993 

Best Console Simulation 
of the Year 

Sega Mega-CD Product 
of the Year 

Sega Mega-CD Shoot 'em Up 

of the Year 

Bought by 80 PERCENT of 
Mega-CD Owners 


WHAT GAME IS IT? 


THUNDERHAWK 


What we have here is the 
definitive Mega-CD game... 
The yardstick by which 
all others will be measuredd 


GAMESMASTER 94%' 


Thunderhawk's an action- 
packed, in-yer-face flight 
sim that's more fun than 
any game has a right to be. 

MEGA 91% 


This is the game you 
simply must play... 
This is the game that 
will embarrass the 
hell out of the other 
CD-developers. 


SEGA POWER 91% 



If you've got a Mega-CD 
you have two choices: 
buy Thunderhawk or sell 
the Mega-CD. 

SEGAZ0NE9^ 


It puts anything else on 
the Mega-CD to shame... 
A standard by which all 
future Mega-CD games 
will be judgedd 


SEGA FORCE MEGA 92% 


GET READY FOR THIS... 
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with El Tel seemingly intent on plumbing previously 
unexplored depths with the England team, we all 
need cheering up. And what better way than with a 
few games of Warner Interactive’s new footy sim? 


When Striker pushed its way onto practicaily every format 
known to man, it was quite rightly hailed as one of the best 
games of ali time. Since then all has been quiet in the Striker 
camp, but now it’s back; back with such a powerful shot it’ll 
be hard to beat. 

Developed by the same team as the original. Rage 
Software, Striker has been brought well up-to-date since the 
hey-day of its first release. We all fondly remember the frantic 
hours spent hammering away at the SNES controller until our 
thumbs were covered in large blisters don't we? Well anyway, 
no game can rely on the success of its predecessors, whether 
they be on other formats or prequels, and therefore Striker ’96 
will have to be viewed on its own merits. 
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MOLDOUR 

KLftSONlCO 


GERMANY 

MOTTHOVS 


So, what does Striker ’96 have in store for us? 
Well, exactly what you’d expect from an 
international footy game. Loads of rank teams 
and a few hugely talented super squads. 
That’s true enough, but there are 38 teams in 
total from all over the globe. 

Would you perhaps like the option to play a 
tournament against the computer or have a 
one-off friendly with a friend? Yes? Well it’s 
possible to play numerous tournaments and 
leagues on your own or with a pal. There’s 
also a two-on-two option where four players 
can join In, provided you have a Multi-Tap. 

The player’s names will appear familiar - 
Striker ’96 has those embarrassing 
Gascoyne/Klensmonn spellings - but this 
doesn’t have any negative effect on the game 
itself, and although it would have been more 
complete with the real names, it’s really no 

big deal. 
Matches can 
be played 
over a paltry 
three minutes, 
up to a 
maximum of 
10, and 
offsides can 
be on or off, 
according to 
preference. 
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Team Management 


Germany 


UOTTHOUS 
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The intro 
sequence 
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some digi 
tised 

footage of 
the i«*«»o/«^i 
•4th Diuision 
ptay off 
finat 

betiueen 
Dtachpoot 
and Torquay 
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If there’s a problem with Striker ’96, it’s 
that sometimes when you pass the ball, it 
goes In a completely different direction 
from the one you were expecting, thus 
ruining your planned attack route. The 
keepers are incredibly difficult to beat too, 
so it takes a beautifully placed or blasted 
shot to get on the scoreboard. This is a 
little annoying, but it means you learn to 
vary your shots as much as possible. 

Half-time stats for both teams are 
displayed at the break, as are their 
full-time equivalents at the final whistle. 


The sound is an important part of any 
football match, but in Striker ’96 the 
crowd is a little subdued. To be honest, 
they sound as though they’ve just 
woken up after a big night out. 

To make up for this lack of 
atmosphere, you can listen to a match 
commentary if you so wish. This is all 
courtesy of a Mr Andy Gray, Sky’s 
answer to John Motson. There are a fair 
few comments made, and as you’d 
expect from the forthright balding 
Scotsman, not all of them are 
complimentary. At first this 
option is a bit of a novelty, 
but the commentary’s 
limitations become apparent 
very quickly. 

Andy also tends to be a 
little behind the play, and 
some of his comments are far 
from related to what’s 
happening on the field. The 
atmosphere may be lacking, 
but Andy Gray and his 
waffiings certainly aren’t 
missed if you switch them off. 
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Whether this interests you or not wili 
depend on the value you place on match 
statistics, but train spotters are certain to 
be over the moon. 

One thing which does impress is the 
fact that there doesn’t seem to be an 
optimum shot corner, where every shot 
from a certain point hits the back of the 
net. Sure, there are places you are more 
likely to score from, but it’s not a certain 
thing by any means. 

Add to this the multiple camera views 
and the replays from as many angles as 
you wish, and it becomes apparent that 
Striker ’96 is going to be difficult to better. 
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Before a match gets underway you’ll notice how 
impressive the graphics are in terms of clarity and 
animation. If you leave the control pad alone the 
players will run onto the pitch and have a warm-up 
before lining up on the halfway line. And here’s how 
complete it all is; they stand for their respective 
national anthems! 

Once the match has begun you take control of only 
one player at a time. This player is the one ciosest to 
the ball or the one who is most likely to win the ball in 
a chalienge. This doesn’t always work, but as you play 
more and more, you will begin to anticipate which 
player you will be controlling with greater success. 

The control pad is used to the best of its ability, with 
four kicks and the number one left and right buttons 
used for aftertouch. The kicks are executed by tapping 
the button for a small kick and keeping it pressed 
down for a monster hoof. 


Namo 

Computar 

Compular 

Computer 

Computer 

Computer 

Computer 

Computer 


Team 


Germany 

Cameroon 

Bulgaria 

Greece 

Romania 

Austria 

Morocco 

Bolivia 


summnnv 

GRfYlE Striker '«it» 
GENRE Sports sim 
SOFTUJRRE HOUSE lilerner Int 
PRICE ETBH 

The football game is a genre that 
uiill undoubtedly be appearing 
more frequently as time goes by. 
The competition, houieuer, uiilt be 
hard pressed to improue on Striker 
'<ib. Rlthough there are a couple of 
niggling gameptay problems, these 
don't detract from the att-round 
enjoyment, and uiith the camera 
angles, the uast range of options 
and the targe team selection. 
Striker '<=»» has euerything you 
need. Lose Rndy Gray and you 
can't go uirong! 
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If you’re sick of 
being stranded 
at the top of the 
Pepsi Max Big 
One, or you’re at 
death’s door after 
eating one too many 
dodgy overpriced 
burgers, here’s the 
chance to put it right. 
Or make it worse 


Having the maturity of an eight year-old trapped 
in the body of a fully grown man is no bed of 
roses, especially when it comes to explaining 
your actions with a number of small children in 
a parked car at midnight behind a derelict 
factory in a small Lancashire mill town, it is 
however, particularly advantageous when it 
comes to reviewing a game such as this, and 
not just because it enables you to call your park 
whatever puerile name should take your fancy. 

The theme park boss; the big kid’s dream; the 
chance to build the biggest rides with the 
steepest drops, to allow everyone in for free, and ^ 
to banish all the oldsters to a grotty tea room 
near the dodgy-looking generator which will 
hopefully blow up, saving us all a lot of earache. 

Except if you do all this you’ll be out of 
business in no time, because the name of the 
game, like in any walk of life, is making money. 
Huge rollercoasters grab the headlines, but if 
there’s no handy place to chunder up a lung 
afterwards then no-one’s gonna want to know. 


t-T t ^ t i 4 4 

% a ;■ t r y. w i r c t 4 f 



It's not all. erm. 
play. play. play, 
and you must 
keep a careful 
eye on finances 
to stay afloat 
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All of the rides available to build 
at any one time are shown in the 
form of icons, and can be placed - 
within reason - almost anywhere. 

Even the placement of trees and 
water is important in generating just the 
right atmosphere of fun, and piddling little 
things like litter pickers need employing if the area 
is to remain clean and inviting. 

Do you like fiddling? No, no, not that kind; the fiddling with figures 
kind. Well, you’ll need to, because for all its brash and colourful 
appearance, Theme Park is 99% business simulation. Facts and 
figures, stocks and shares - oh yes, they're all here, and you need to 
juggle them like mad in a way that’ll make even the most talented of 
circus performers look pump. 

Frankly It’s a slow game. There’s no way that you’ll be reaping instant 
dividends from your ideas and designs, and at times it becomes 
frustrating as your sparkling park sits almost empty. 

Designing the larger rides is fun, and there’s a certain grim 
satisfaction to be taken from the accidents too. And, just as in real life, 
when the money rolls in, its nice to be able to sit on your arse and take 
on dozens of staff to iron out the minor problems. But then what would 
1 know about money? 




Before you get to the stage of 
being voted Business Muller of 
the Year though, there Is, 
unfortunately, a lot of hard 
work to be done. Even the 
decision of where to locate 
your park needs careful 
deliberation (like, do you really 
want thousands of frog kids 
daubing their mucky hands on 
your expensive equipment?). 

Actually, at the outset, your 
little world of wonders won’t 
be that impressive at all. A 
limited amount of finance is 
available, and, erm, what with 
the price of theme park rides 
these days, the chances are 
you’ll be building revenue 
slowly through a mixture of 
semi-successful C-class rides. 
The rollercoasters and such 
come much later. 

It isn’t easy either, and a hell 
of a lot of planning and 
strategy needs to go into 
everything you do. The rides 
need connecting to the paths, 
the paths mustn’t become 
congested, people need to eat 
so you’ll need some burger 
stands, and where should you 
put them? What about 
something for the old folks? 
What about something for the 
young kids? Are the queues 
too long? Are customers 
confused? Are there enough 
rides to satisfy the park’s 
customers? Get the picture? 



suiYimnRv 

GRfYlE Electronic Rrts 
GENRE Strategy 
SOFTlilRRE HOUSE Sony 
PRICE 

This game is auailabte on just 
about euery computer format 
knouin. saue for the GameBoy. and 
the fact that it's sold thousands of 
copies is testament to its quality. 
The one difference of note in this 
uersion is that you can take a look 
at matters from a “customer's eye" 
perspectiue, and uialk round the 
park enjoying the rides and 
amusements. But in all honesty it 
isn't that much cop. Theme Park is 
detailed, uiell designed, and 
euentually it is, of a fashion, fun. 
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It's all a bit orangey for 
liKing. Fair enough il s set in 
the desert but there's a touch 
of ouerKill here I feel. It's not 
just the colours though, it 
loohs just lihe an old FImiga 
game to me 


Warhawk puts you at the controls of a 
hulking great big helicopter with one 
goal - to wipe out all viable targets in 
a specified area. It's as 
simple as that. Oh sure 
there’s plenty of back¬ 
ground story for you to 
get worked up about but 
that’s all explained in 
lengthy full motion video 
sequences which are 
some of the best yet 
seen, and you’ll get much 
more of a feel for the 
game by watching that 
rather than having me 
waffling on for a couple of 
hundred words. 

Your task, as pilot of the 
Warhawk is not to ask 
questions, it’s mereiy to 
listen carefuily to your 
orders and carry out your 
objectives as swiftly and 
decisively as possible. 
That’s it. If you’re looking 
for a deeper meaning 
then forget it because 
Warhawk is a blaster in 
the truest sense of the 
word. There is a iittle 
strategy invoived but it 
mostly revolves around 
decisions like which turret 
should I attack next or 
can 1 afford to concen¬ 
trate on my current target 
even though Tm being fired upon by 
something else. 


The flist of 
many, 
Warhawk 
from Sony 
Interactive calls 
chocks away and 
blasts off Into the sky 
to begin the most 
heated struggle for 
aerial supremacy 
since the Battle of 
Britain 
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Sony will do well with this, most likely 
because they are going to be the first out 
with anything remotely like it and, to be 
honest, I can’t help thinking that any suc¬ 
cess will be just a touch undeserved. 
MicroProse’s Gunship 2000 will be in 
direct competition with this and I’ll be 
very surprised if their much hailed flight 
sim/shoot ‘em-up doesn’t top this in every 
department. 

For instance the graphics. 1 thought this 
was a PlayStation for God’s sake I You’d 
think Sony of all people would be aware 
of what the machine’s capable of. Why 
then have they churned out something 


that looks like a second rate Amiga game 
of two or three years ago? 

As we ail know though graphics don’t 
make a good game (nice to have them in 
there though eh?) so is Warhawk 
redeemed by it’s stunning gameplay? Er, 
well no actually. 

This is, as Alex would say, pump from 
start to finish and playing was far more 
of a chore than it really should have 
been. Let’s hope this is Just a downward 
blip on Sony’s meteoric rise to success 
following their very strong opening line 
up and not the start of a continuing 
trend. 
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The inlro and PfllU 


sequencee are just about 
LUarhaixik s only saoing 


After playing and reviewing the awful 
Cyberspeed I was quite looking forward to 
getting back on track with the latest Sony 
offering. 1 loaded it up and watched the intro 
- highly promising, but then I’m a real sucker 
for FMV and fancy intros - then the game 
came on and I got a sinking feeling in the pit 
of my stomach. Half an hour later and my 
confidence that this was going to restore my 
faith in gaming as a whole had vanished 
completely. An annoying control method and 
meaningless mission objectives left me cold 
from mission one. When you come to mis¬ 
sion two, you’re in a canyon where the 
bizarre method of lighting used means you 
have little or no way of telling which way’s 
the gap and which way’s the solid rock face. 
It’s difficult to maintain any enthusiasm for 
the game. I didn’t, hence the paltry score. 


summnRv 

CnmE lUarHaujk 
GENRE ‘3D shool'em-up 
SOFTUJRRE HOUSE Sony 
PRICE E3c* «i«i 

I'm going to giue this 5i». I couldn't 
honestly giue it more. It doesn't 
look that nice [apart from the inlro 
and FIYIU sequences] and the 
gameplay is sadly lacking in plen¬ 
ty of areas. Sony haue slipped up 
badly luith this. It has to be their 
Luorst PlayStation game to date by 
quite some distance and. although 
it's by no means the ujorst game 
on the machine [belieue me. uje'ue 
seen Hermie Hopperhead] there 
are far. far better things to spend 
your money on than this. 
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In a world of mego- 
corporations, the boundaries 
between political and 
business deals are obscure at 
best. Companies such as the 
Tyron Corporation own 
everything. That includes 
troops and the authority to deploy 
them whenever, wherever and 
however it pleases. The Tyron 
Corporation can also remove soldiers 
from Mining Resource Planets - as it is 
doing at MRP-6F - in favour of an 
automated defence mechanism. 

It is into this world that you - a 
Tyron Corporation software engineer - 
are plunged with the simple task of 
installing the automatic defence 
software. Piece of cake. Or it is until a 
fleet of invading ships appears and 
launches an assault. 

As the last person left on this planet, 
the job of defending the installation 
naturally becomes yours. Oh Joy. But 
this is no simple ‘repel alien invaders' 
sketch. DefCon 5 involves adventure, 
action, strategy and an entertaining 
storyline too. 

Totally non-linear, with numerous 
methods of winning, and even more 
ways of losing, Oefcon 5 is a game 
with real depth. About time too! 


f ' I Take a 3D first- 
person action 
game, add 
adventure and a 
rich storyline, flavour 
with strategy, and serve 
on a bed of high quality 
graphics. Defcon 5. A 
very tasty little 
number indeed... 
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Most of the action in DefCon 5 is viewed from 
a first-person perspective. Thus, as you wander 
around the large mining installation, you are 
instantly dragged in to the action. Computer 
terminals on the wall provide all the 
information you need, and point you in the 
right direction in the early moments. All 
necessary functions are therefore operational 
before the invasion. A soothing computer voice 
also warns of impending attack. 

There’s a great deal of exploring to be done 
through a large complex split into admin, 
domestic, hangar and service areas. But this 
has to be fitted in and around fending off 
waves of invaders. Only a real expert will 
destroy all the ships, especially when it 
becomes apparent that the defence software 
has been sabotaged! 

Excellent strategy roles now 
emerge, as a range of droids can be 
deployed around the base and also 
sent outside to scavenge for extra 
ammo and anything else of use. 

Elevators need to be defended, as 
do access points to the LIMO - the 
mining planet’s roller-coaster mode 
of transport. 


DefCon 5 is a race against the clock - to get all the bits of equipment 
you need to escape - and a battle against dodgy software and 
invading berserkers. But all-out attack in the complex is not possible, 
since using your weapon indoors depletes the quality and quantity of 
air. Reach a certain point and doors will automatically seal, preventing 
access and necessitating longer routes to get to your destination. So, 
with items to be discovered, invaders to be repelled, and a conspiracy 
to uncover, your work is really cut out. 

And it’s all presented using stunning graphics with quite spectacular 
cut sequences - think Babylon 5, but better (although one of the 
actresses from that series does appear in the role of information 
supplier). Close up detail on the walls is not pixel perfect, but this is to 
allow the artificial intelligence enough space to make the game 
re-playable. Each time, things will be different - the invaders wiil attack 
and land at different locations, so different strategies will be needed. 

Controlling your character is fairly straightforward, but getting to grips 
with the computer software takes time and practice - which are two 
things you ain’t gonna get. 

With doors that can be sealed through the computer, communications 
to be made, archives accessed and defence software tweaked, there’s 
so much to do and, in the best traditions, so littie time. 


summnRV 

GRIY1E Defcon s 
GENRE Rclion/Slralegy 
SOFTUJRRE HOUSE Data East 
PRICE eimport 

Defcon 5 presents an enthralling 
blend of action, aduenture and 
strategy. There's no doubting that 
you ixiitt see better graphics, 
better shooting seguences and 
better aduentures on the 
PlayStation, but it's unlikely that 
they Luill be bundled together in 
the same package. Defcon s 
moues into neuj territory and 
stakes a solid claim for 
recognition. It stands out as one of 
the better titles currently 
auailable for the PlayStation. 
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^ I Golf - a ream 
^ excuse for 
^ wearing 

ridiculous clobber 
in front of a massive 
televised audience. With 
PGA Tour Golf ’96 you 
can do it in the comfort 
of your own home 


method and functional graphics, PGA has 
always met with approval from a broad 
spectrum of game fans. 

PGA '96 brings the old plus-four wearer 
bang up-to-date and drives into the next 
generation with a satisfying thwack. Gone 
are the simple pixelly sprite, triangular trees 
and the straight power bar, and in their place 
come digitised golfers - including, phwoar, a 
woman - leafy laburnums, and the most 
curvaceous power bar in PGAs illustrious 
history, incidentally, aren’t women golfers 
sexy? I love those special ‘pensioner comfort 
fit' trousers they wear. 


7 7 With the possible exception of 
^ V , ' / American football. Golf is the 
^**>* ^ / only sports sim that, if 

programmed well, is actually much 
mofe fun to play on a console than in 
real life - and a damn sight cheaper too. 

PGA Tour Golf ’96 hails from a long line of 
great golf sims on virtually every format. 

The secret of previous PGA Tour Golf 
success is the gameplay, which EA has off to 
a tee (hee, hee). Easy to pick up, but nigh on 
impossible to master, PGA Tour Golf has 
converted many gamesters into back-seat (of 
the golf cart) golfers. With a simple control 


Full motion 
uideo footoQe 
sHolus Fa«on s 
dolioate chip 
shot lo the 
green 


you ue got to do Luhen 
you knoLu you ue just 
Luon seueral hundred 
thousand dollars 





cHRiSTfnns 





















The development team behind 
PGA seems to have been given 
a brief of ‘keep it as playable 
as ever, but, like, make it 
proper realistic with posh 
graphics and that’. So, where 
once you had no choice as to 
how your golfer looked, you 
may now choose default chap, 
default boiler, or any one of 
fourteen real-life digitised 
golfing heroesi 

Yep, they're all there - Fuzzy 
‘Hair’ Zoeller, Tom ‘Thumb’ 

Kite, and Bruce ‘Lee’ Lietzke to 
name but three. All 14 pros 
have their own individual full 
motion video sequences, 
showing their most celebrated 
moments in glorious 
technicolour. None of this 
actually adds to the gameplay, 
but EA has obviously gone to 
great lengths to show off as 
much of the PlayStation’s 
ability as it can possibly fit on 
a single CO. 

It’s at this point that you 
begin to wonder whether all 
the extra non-playable bits 
could have been left out, as it’s 
arguable that some of the 
playability has suffered as a 
result. There are only two 
courses, for example, and as 
soon as the relatively simple 
driving and.approach shots are 
mastered, there are only 36 
greens on which to have a 
dabble with your putter. 


Hboue: Vou should be 
eble to get doino in 
tujo from here 
Beloixi: Vou missed the 
rood, but not the sand 
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Ref 1095 PGA lOUR 


It’s not clear for what reason PlayStation PGA uses a 
curved power bar rather than the straight one seen in 
previous incarnations, but it somehow makes everything 
more awkward rather than user-friendly or challenging. 

There are areas, however, where PlayStation PGA 
improves on former versions, adding gameplay-enhancing features. 
Now there’s the possibility of going out of bounds - it couldn’t be 
done before no matter how bad your shot was. If you get to the 
stage where you’re capable of tying a tournament, there’s a sudden 
death play-off, and the 72-hole competition has a cut at the end of 
the second round rather than the first, thus giving you a chance to 
rectify any early errors. 

The whispering American golf commentator, the US answer to our 
own Peter Allis, offers advice when you reach the greens. He comes 
in handy when the putting grid, which shows slope contours, gets 
confusing. However, his voice can safely be turned off once you’re 
familiar with how the grid lines work. 


tamings' 

TOUR Victories; 2 
Turnt^d Pro' 1987 
1994 3 Top lO Finis^< 
Playoff Record 1 1 




Qmulligan 


Rboue: Take 
account of the 
green s contours 
uihen putting 


Amathurs 


ALEX LEE 


Commentary is not the only sound effect that 
crops up in PGA. The familiar twittering of 
birds and the ooh-ing and aah-ing of the 
crowd make a welcome return. 

There's also the familiar swish of clubs and 
the ball-landing sound, be it a satisfying 
bounce, a gutting water splash, or a rustle 
through a tree. 

The crowd seems to get most enthusiastic 
about short distance chips, but if you hole a 
reamer, the excitement and applause come 
about two seconds too late - this annoyance 
could have been so easily rectified. 

In terms of options, set-ups and game 
modes, PGA cannot be faulted, and for now 
EA can be reasonably proud of its re-working 
of a popular golf sim. Everything that a golf 
game needs is in there, but whether the 
features are balanced and whether certain 
nuances are sufficiently polished is open 
to debate. The water hazards, for 
example, are appallingly drawn. 

It is playable though, and that’s 
what counts, although you can’t help 
but feel there has to be a better 
PlayStation golf game around the 
dog-leg. Until then, however, it’s the 
first to tee off, and it’s holding par. 
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GnrvIE PGR Tour Golf 

GENRE Sports sim 
SOFTUIRRE HOUSE Electronic Rrts 
PRICE Elmport 

To someone uiho's neuer played 
PGR Tour Golf before. Ibis looks a 
superb golf sim. To the more 
discerning sports sim fan. 
houjeuer. there are seueral diuots 
littering the seemingly flaiuless 
fairixiays. Only Iluo courses are 
auailable for play rather than the 
four on offer in preuious uersions. 
The disc space mould surely haue 
been belter taken up Luith more 
courses rather than ostentatious 
Full fVlotion Uideo footage of the 
real-life players in action. 
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The Objects of Desire 


Quiffs, Riffs & Rock ‘n’ Roll 


Featuring The Henchmen of Hades 


& Introducing your Devilish host, El Diablo Esq. 
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“Welcome to J League! My name’s 
Dave. Remember, it’s all about fair 
play so try not to get any yel¬ 
low or red cards!” This sickening 
sentimentality greets you every 
time you start a game. 

I only mention it because it 
made me wonder. Why do the 
Japanese, a race so keen on fair 
play and non violence in gener¬ 
al everyday life turn into a 
jostling mass of madness at the 
mere mention of a new beat 
’em-up? Not a debate for the pages of 
SonyPro admittedly but I found it 
interesting nonetheless. Makes a nice 
change from all those games don’t 
you think? 

Anyway, Prime Goal EX, available 
only on import at the moment and, in 
all honesty, I would have thought 
unlikely to get an official release over 
here is the latest simulation of the J 
League, currently the hottest sport In 
Japan. 

Maybe not as ’next generation’ as 
Winning Eleven (or Goal Storm as it’s 
now known) in terms of fancy poly¬ 
gon graphics but Prime Goal offers a 
similar brand of slower, more thought¬ 
ful football than some other games 
currently on offer. 
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A stomach 
churning desire 
for fair play and 
a commentator 
called Dove are Just two 
of the things that 
set this latest J 
League game apart 
from the masses of 
other footy games 
on offer. Is it any 
good though? 
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There are plenty of positives to Prime Goal EX. The two player 
mode is great fun when you get two evenly matched players. 
There are spectacular moves that are easy for the experienced 
player to carry out (diving headers, volleys, overhead kicks 
etc), you really can build up your moves from the back before 
delivering that defence splitting pass or pinpoint cross. When 
you do manage to score there is an excellent replay sequence 
showing your moment of glory from numerous 
different angles. 

It may look more like a 16 bit game than it really should but 
the actual game itself drags it along into the just about worth 
buying if you can find it at a decent price range. 

1 reckon FIFA ‘96 is going to be a much better bet for people 
who like their football games to be as close to the real thing as 
possible but if you just can’t wait and don’t like the sound of 
Striker you should check it out. 


I’m not a big fan of Striker ‘96. Andy and Alex are 
well into it though and therefore hate Prime Goal. 
Whereas they prefer hammering around the pitch 
like the Roadrunner on amphetamines 1 prefer 

something where you have more time 
with the ball and can even, should the 
urge take you, pass it around if you 
want, and this provides a game played 
at a pace far more suited to me. It’s by 
no means the best footy game I’ve ever 
played though. 

The sprites are a tad pixelly, the sound 
is severely lacking and there are one or 
two gameplay elements that have been 
put in which, while highly original and commend¬ 
able, don’t really work all that well. On some 
occasions when you’re one on one with a defender 
the screen switches to a view behind your player 
and both you and the defender have to choose 
whether to go left or right. Both choose the same 
and you lose the ball. Pick the right way and you’ll 
skip past the defender and be clean through. Sounds 
a good idea and it is, it’s just badly executed. 
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CRIYIE Prime Goal ER 
GENRE Rrcade sport 
SOFTUJRRE HOUSE Namco 
PRICE EImport 

Ttiis one has been the cause of 
much heated debate among the 
team. I think it’s quite good but 
others aren't quite as enthusiastic 
and that s not too good for you lot 
because you’re not going to knoui 
Luhich bracket you'll fall into. The 
best Luay to decide ixihether this is 
for you or not is to think ujhether 
you mind realism being sacrificed 
for speed, or uice uersa. and make 
your decision that ixiay. Or you 
could just Luait for FIFR ’«it» of 
course. Ves. do that. 

GRRPHICS 7 ' 
GRMEPLRV *7 
LRSTRBILITV e 


OUERRLL 


CHRiSTMRS 





























Things never seem i 

to run smoothly in 

Something or other 

wrong, and some ■■ 

warfare ensues. ^ 

This must just be 
the way things I 

Starblade Alpha 

certainly doesn’t buck the trend. 

Space is a dangerous place to be, 
unless that is you’re the sort of person 
who believes ET is out there and 
wants to help us all. 

Ignoring all of the usual naff 
storyline stuff, what we have here is a 
straightforward first-person 3D 
shoot’em-up, which brings back 
memories of the classic Star Wars 
conflict. The only difference is that 
you may lose the battle in the end. 

There are two games for you to 
choose between. One is the normal 
and much-loved arcade conversion, 
and the other is a tougher challenge 
with more attention paid to graphic 
detail. And yes, it does look stunning. 
Unbelievably stunning if you play the 
harder game. 


Lx>ads of stunning conversions of classic arcade 
hits are sure to be bounding their way towards 
the PlayStation in the coming months, but untii 
then weTI Just have to make do with this less 
than satisfactory effort from Namco 
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Unfortunately, Star Blade Alpha is the age old 
story of a game with truiy out of this worid 
graphics and very iittle gamepiay. Not that it’s 
complicated in any way, it’s just that the tiny 
part of the game which you actuaiiy infiuence 
is compietely iacking in substance. 

You take controi of a targeting device and 
fire the lasers. And that’s it. This wouldn’t be a 
problem if it wasn’t so jerky, but as it is, 
targeting enemy gunpoints or ships is one 
difficuit task. No sooner have you got the 
blighter in your sights than you veer off at a 
tangent, leaving rockets and laser shots to 
damage your shield strength. 

The ship itself travels a pre-determined path, 
and you have absolutely no say in which 
direction you go next. Initiaily you wiii be 
disorientated and iose your three 
ships/continues in quick succession - that is if 
you’re piaying the tough game option. 

The arcade conversion is actuaiiy far too 
simpie, and anybody wili be able to complete 
it in no time at ali. This is where the reai 
probiem lies. One game is too simpie and one 
is way too hard. There’s no middie ground, so 
interest wili soon wane. 


two 

eiements 
that 
make 
games of 
this type so 
enjoyable, 
namely 
longevity and gamepiay. 

There’s no password option 
between the few stages, and you 
will be left wondering what it’s ali 
about. It’s a shame more time 
and effort hasn’t been put in to 
improve these obvious downers, 
as Starbiade Alpha has the 
makings of a real fuelled-up 
blaster. As it stands, it falis way 
too short and misses the mark 
every time. A prime example of a 
waste of good money. 

.1 


Whereas the old arcade machine 
had boid sounds and a seat 
which rocked as the battie raged, 
the PiayStation version lacks in 
every department. The sounds 
aren’t up to the test, apart from a 
few puny grumbies for 
explosions. Even your iasers 
make no sound whatsoever as 
you blast 
frantically away 
at the enemy. 

Anybody who 
forks out money 
for Starbiade 
Alpha will soon 
be disappointed 
by the entire 
package. 

For a shoot’em- 
up it lacks the 


summnRv 

GRIYIE starbiade Rlpha 
GENRE Shoot'em-up 
SOFTUJRRE HOUSE Namco 
PRICE ETBR 

LUby is it that arcade games seem 
to lack a tittle something Luhen 
they're conuerled to other 
formats? Initially Starbiade 
seemed to be an absolute corker, 
but on my second attempt I 
completed the arcade mode, and it 
alt Luent doLunhitt from there. 
Graphics atone do not make a great 
game, and this definitely ujon't 
satisfy your shoot'em-up needs. 

The gamepiay is less than 
gripping, and it's probably best if 
you don't bother luith it at all. 
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The standard version became 
legendary overnight, and with the 
Tournament Edition 
now available, it’s 
time to see whether 
Acclaim has indeed 
pumped up the Jam, 
or simply made the 


Jam pump 


That’s you 
told. Tujo 
points 
oyair«st 
Iho 

of fcndiny 
tender 



“Is it the shoes!?” asks the over-excit¬ 
ed commentator as a 6’5” giant per¬ 
forms amazing double somersaults 
before ramming home the ball for an 
all-important three point dunk. 

“No, it's quite clearly extremely 
unrealistic pro¬ 
gramming,” 
drawls melan¬ 
cholic production 
editor Neil as he 
sees his slim 
chance of pulling 
back a massive 
30-point deficit 
disappear. Well 
that’s one way of 
looking at it, 
because much of 
the on-court 
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The liming of 
the top is all 
important in 
situations 
lihe this 
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As with every sport, the idea is to win, and 
in basketball this is of course achieved by 
dunking more baskets than your opponent, 
with as little physical contact as possible. 

Forget that. NBA Jam TE Is to non-contact 
what Chubby Brown is to women’s lib, and 
the more damage you inflict upon the other 
team, the better your chances of walking off 
the court a winner. If you’re any kind of man 
at all then tackling an opponent doesn’t just 
mean taking the ball off him. It means 
putting him into the stand for good measure! 
And the good news for the dirty ranksters 
amongst you is that it’s all perfectly legal! 

The control pad configuration consists of 
two buttons to shoot, two to pass and any of 
the top four for turbos. 

Turbo power Is what you need to score 
with the exhibition stuff: somersaults, chop¬ 
per spins, monster leaps and loads more all 
add to the commentator’s excitement as he 
drools over your top 
bazzy skills. It’s best 
used sparingly though 
because your players are 
limited to how much 
turbo they can produce 
at a stretch. Skilful use 
leads to success. 



action in NBA Jam Tournament Edition 
(TE) is a long way removed from that 
which you’re likely to see In a conven¬ 
tional basketball match. 

For starters, three players from each 
team have been sacked off to provide a 
Woody ‘n’ Wesley style two-on-two 
basketballing situation which gives you 
plenty of space to move around In and 
makes for easy control. 

Add to this the fact that the players are 
large - their heads are well out of 
proportion to their bodies - and the court 
small, and what you have is a larger 
than life basketball game which makes a 
near-perfect arm wrestling substitute for 
those tender two-player ultra-competi¬ 
tive moments. It’s often more satisfying 
to cause serious ego damage than to 
break someone’s arm. 
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NBA Jam TE couldn’t be simpler to get to 
grips with. But if you happen to be a soft 
lad and just can't cope, you can, if you 
wish, make it even easier by way of 
the options. Tag mode allows you to 
either control both players or play in 
cahoots with a computer controlled 
johnny. And, if you’re playing against 
a novice, then with a touch of com¬ 
puter assistance, you can ensure that 
the scores remain fairly close. 

Having established that there’s a lot 
more on-court action than you’re like¬ 
ly to see for real, it has to be said that 
the way in which the players move, 
pass, tackle and block is amazingly 
realistic. Even the swish of the net 
sounds authentic. 

The tension during the last few sec¬ 
onds of a two-player game with one team 
shooting and the other jumping nobbishly 
up and down trying desperately to defend 
is probably unmatched in any other video 
game, and any computer creation which 
can captivate you so much has got to be 
given a hearty slap on the back. 

All in all there are 28 teams to choose 
from, each one including the players from 
last season’s league, and NBA fans will be 
chuffed to know that San Antonio Spurs’ 
zany Dennis Rodman is present, right 
down to the bizarre hair colour changes 


christtitibs 





















TO COOTROL 
POVTOO 


rHPij.Fnr-tP 


A slight but probably unavoidable downside to the 
game is that because of the speed, at which it 
moves (and we’re talking about standard mode here, 
never mind the four juice modes which will increase 
your players’ speeds by up to four times), there are 
times when you have little or no idea what exactly 
is going on, and end up hammering the pass button 
in the hope that your team is in possession and that 
you’ll somehow find the ball! 

Injuries to players are common, and substitutions 
can be made after each quarter. Your team actually 
consists of three players, and during play the injured 
party will be healed and the rotation can continue. 

Quite aside from the usual gameplay, there is the 

PP 


hot spots/power-ups option which makes for entire¬ 
ly different tactics and an even more intense match. 
Hotspots appear randomly across the court and are 
numbered between four and nine. Should you shoot 
a successful basket from one of these spots, you’ll 
score the relevant number of points. The power-ups 
give you instant “fire” (players become much more 
likely to shoot a hoop), limited “juice”, and the 
bonus of opposition players being knocked sense¬ 
less by an invisible thunderbolt. 

And of course, should you fear competition of any 
kind, yet strangely still have a friend, you can check 
out the tricky old team mode where two humans 
take on the computer. 


Right: The 
all-Tneuj 
lYlidujay/ 
Reclaim NBR 
Jam logo 
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If you want to know how the tournament edi¬ 
tion differs from the non-tournament NBA 
Jam which has appeared on just about every 
console known to man. 

• Juice mode is no longer a cheat, and there 
is a choice of four wild speeds 

• Hot spots and power-ups effectively make 
for a second game 

• There’s an extra team! The 28th team is the 
Rookies, who may be slightly pap but come 
complete with loads of substitutes for those 
top injury moments 

• Greater player information gives you details 
not just on speed, three-point abilities and 
defence, but also on power, passing, stealing 
and more besides 

• Players get injured/mended/substituted, as 
mentioned 

• The players are bigger and scale in size as 
they dash between the front and the back of 
the court 

• Crowd animation! Yes, the crowd not only 
cheers, but now stands up and claps in an 
effort to spur you on to greater glory 

• The speech has been changed, and 
disappointingly It isn’t for the better. New 
comments have been added at the expense 
of some of the old favourites 

• The computer opponents are generally 
tougher, and whereas previously even “very 
hard” comp teams could be consistently 
beaten with a little practice, they now can’t 

• And, er, the backboard now seems 
unsmashable 


Rboue: 
Dare you 
challenge 
Paul 

Roundell. 
Ihe ujorld 
champion' 
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GnmE NBR Jam 
GENRE Sport'Sim 
SOFTUJRRE HOUSE Reclaim 
PRICE 

R cynic might suggest that this 
doesn't differ too much from NBR 
Jam TE on the it»-bit consoles, and 
that the conuersion may haue 
been slightty rushed. But really, a 
game that uias this good to begin 
uiith can stand it, euen if the 
loading is surprisingly frequent. 
It's easy to play, looks and sounds 
brilliant, and has options coming 
out of its rear. Sony's imminent 
Total NBR '<ii3 mill giue it a run for 
its money, but for noiu this is THE 
sports game to OLun. 
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Blood. Loshings 
of it. nU ouer 
the screen! 
This is Luhat uie 
like to see. 


Video games really are a disgrace. 
These products burn lasting images 
into young, impressionable 
minds, and people should 
take responsibility for the 
power they wield. Video 
games should, above all else, 
preach a message of love and 
encourage a greater level of 
morality in our society. To 
include scenes of graphic 
carnage is nothing more than 
a dirty marketing trick by 
corporate bigwigs who don’t 
have the intelligence to come 
up with anything better. 

And of course you agree with all that 
don’t you? You don’t? You believe that 
those with such outmoded and 
alarmist attitudes should be on the 
receiving end of a three-round Tekken 
thrashing? Good. You have just passed 
the Loser Test. 

And so, it seems, has Gremlin, 
because with Loaded, it has produced 
one of the most violent video games of 
all time. So depraved in fact, that 
unless you were born the other side of 
1977, you’re gonna have to get 
someone else to buy it for you. Loaded 
carries the dreaded 18 certificate, and 
it’s easy to see why. 


Loaded maybe, 
but not for long, 
because empty 
weapons make 
for plenty of corpses, 
and that’s what 
Gremlin's new 
18 -rated shoot’em-up is 
all about 
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The six characters in Loaded are 
armed to the hilt with an 
assortment of unlikeiy weapons, 
designed for one purpose and 
one purpose only - kiliing. 

We aren’t toid much about 
any of them, but it isn’t difficult 
to work out that they can’t boast 
a quaiification in strategy 
between them, though they’ve 
obviously been revising for their 
bioodthirsty practical for quite 
some time. 

Each weapon is unique to just 
one person. Cap ‘n’ Hands, for 
example, carries a couple of 
hand cannons which are more 
than capable of splitting 
someone in two from twenty 
paces, while Butch prefers the 
subtleties of a flamethrower, 
and the aptly named Vox relies 
on vocals alone to make people 
keel over and die. Not unlike 
Shaun Ryder, actually. Only 
without a drug-addled shuffling 
spanner for a sidekick... 

Though 
fairly 
lethal to 
begin 
with, all 
weapons 
can be 
powered 
up to 
ridiculous 
levels by 
collecting 
the icons scattered throughout 
the game. The loss of a life also 
spells reduced weapon power, 
so it’s advisable to keep half an 
eye on your energy reading for 
niaximunu^ 
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The sketch is, you’re trapped in an 
uitra-high security prison and need - 
you don’t say! - to get out. Minor 
details such as the reason for your 
incarceration and just how you 
happen to be in possession of a 
futuristic weapon in such a place are 
of no interest here at SonyPro, but 
you can find out these things for 
yourself if you must. 

By now you can’t have failed to 
notice the screenshots that litter these 
pages, so you’ll know that Loaded looks 
absolutely top. But then so do a lot of other 
games. Loaded, however, looks top in a 
way that, as home entertainment goes, 
only the PlayStation can cope with. 

The top-down perspective gives you an 
unparalleled view of the action as you lurch 
through room after room and level after 
level of all manner of geezers intent on 
preventing your escape and taking your 
scalp. Actually, in this game, it’s unlikely 
you’ll find anyone soft enough to simply 
take your scalp, and death 
is usually characterised by 
your limp and bloodied 
form lying in at least two 
parts, ripped to shreds by 
about a hundred enemies. 


Various settings 
can be toggled 
before you begin, 
ranging from the 
harshness of your 
adversaries, to the 
number of lives and 
continues you get. 

But even on the easiest 
setting with the maximum amount of 
lives, it’s unlikely you’ll see too much of 
the game on your first few goes. 

Loads of enemies surround you almost 
from the word go, and it’s important to 
come to terms with the control method as 
quickly as possible. Fortunately the 


. r as. I 
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haue been 
superbly 
deueloped. 
Unfortunately. 
Butch seems to 
like poncing 
round in a 
dress 


more of those 
ujonderful 
introductory 
animations for 
you to drool 


Uncontrollably 


control is a piece of - urn - wee, and just 
two of the main four buttons are needed 
for firing and smart bombing. 

A further button allows you to strafe 
whatever room you’re in, and with a little 
practise this becomes a ream method of 
wiping out dozens of enemies whilst 
sustaining very little damage. 

Not everyone is made the same. Some 
enemies are wiped out with just a couple 
of shots, while other hardy gets take 
bullet after bullet before they keel over. 
What is the same however, is that every 
single victim leaves a nasty stain on the 
floor at the spot where he fell, and it 
looks gorily excellent. 
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It’s possible to change the viewing angle to give 
yourself a greater all-round view of your surrounding 
area, or to home in on the few feet directly around your 
character (choose Fwank - it’s pronounced with a silent 
‘F’ you know). The action takes place in dark walled 

_ rooms or gloomy corridors, and although the view 

is generally superb, it is annoying when you’re 
close to a wall and unable to see either your 
character or the guys you’re trying to kill. 

As well as the humans, there 
are numerous mechanical enemies 
you’ll stumble across. These are 
awesome, and easily beatable only 
in the co-operative two-player 
mode (in which - again excellently 
- the screen scales outwards In 
order to always keep track of both 
players). The moody graphics and 

_ frenetic gameplay are backed up 

by the thumping ‘RSVP’ by Pop 
Will Eat Itself. It’s a great idea and works 
really well, but just one tune for 15 long 
levels is stretching the patience of even 
the most ardent PWEI fans. 

Over the past couple of months the 
guys at Gremlin have made a big fuss about 
Loaded, and now it’s finally here, it would be safe 
to say that the gamesbuying public will continue 
where they left off. 
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Nolu Loaded isn't perfect. The 
innouatiue uieui leads to minor 
problems, and at times the sheer 
amount of on-screen action makes 
it almost impossible to tell uihat's 
going on. The is leuels of constant 
blasting prouide, some might 
argue, the scope for tedium later 
on. Ignore those people. This isn't 
about thinking, nor is it about 
taking things seriously. It's hour 
after hour of mindless escapism, 
ijjhich, essentially, is ixihat the 
PlayStation is all about. 
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Is It possible to write 
an intro to a WWF 
game without resorting 
to phrases like, ‘Get 
ready to ruummbbbblle’, or 
words like ‘garbage’ and 
‘pantomime’? Guess not, but 
prepare for a shock 


WWF sucks. Big time. And WCW. And 
any other poxy wrestling federations. 
And most of the games which 
appeared on 16-bit consoles managed 
to recreate the realms of wrestling 
suck-dom quite superbly. Frighteningly 
popular todge it was too, and totally 
undeserving. But get ready for a bit of 
a shock - WWF Wrestlemania doesn’t 
suck. Not even a little bit. To be fair - 
bias against the whole thing aside - it 
really is rather good (cough, splutter, I 
can’t believe 1 said that about anything 
connected with WWF). 

Acclaim has done a great job of con¬ 
verting the popular arcade game, and 
porting it to the PlayStation without 
losing any of the look and feel. So, 
pick from any one of the eight 
fighters, get in to the ring and 
start doing some damage. 

Real damage. 

Hitting them, kicking 
them, and throwing 
them around really does 
look like you’re doing 
some damage, unlike the 
circus of the ‘real thing’, which 
is more artificial than Douglas 
Bader’s legs. 
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If names like Razor Ramon, 
Yokozuna, Lex Luger and Bam 
Bam Bigelow are unfamiliar to 
you, congratulations, you’ve 
managed to avoid hearing any 
mention of these so-called ‘ath¬ 
letes'. But these are the charac¬ 
ters you get to beat up and play 
as. Along with their mates. The 
Undertaker, Bret ‘Hitman’ Hart, 
Shawn Michaels, and Doink, 
they comprise the most popular 
core of wrestlers in the world. 

No Big Daddy (remember old 
Shirley?) or Giant Haystacks 
sadly. These are a new breed 
who bring special moves and 
special effects into the ring. 

Each character can perform a 
number of standard moves 
based around punching, kicking 
and blocking, and combinations 
thereof. But the real beef comes 
from the special moves and 
combos which set the game 
alight. Y’see, whereas in the real 
life wrestling events the 
action looks artificial 
and no-one looks 
like they’re get¬ 
ting hurt, 
Wrestlemania 
is a game, so 
the flying 
leaps, ham¬ 
mer fisted 
smashes and 
leaps from the top 
of the ropes pack some 
punch. And no mistake. So 
it’s better than the ‘real’ thing. 


V. 
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This arcade simulation of WWF wrestling 
allows such crazy moves as Doink's electric 
buzzer shock, The Undertaker’s tombstone 
smash, and Razor Ramon's Snap Mirror to 
look effective and deal some serious dam¬ 
age. There’s no false grimaces or pathetic 
pained expressions here. Insane combos 
can also be performed if you can remember 
some of the rather excessive combinations. 
Each character has at least two full com¬ 
bos, one of which will be relatively straight¬ 
forward - between four and eight button 
taps - and another super combo which can 
deliver up to 21 hits but requires possibly 
14 or more button taps. 

That takes some remembering, but once 
pulled off, it’s equally as impressive and 
offers a greater sense of achievement 
than even the fatalities in MK3. A 
combo meter by the status bar indi¬ 
cates when these super moves can be 
performed - you need to successfully 
pull off some lesser moves before 
these are made available. 

A distinct advantage over many of the 
special move combinations in other beat- 
’em-ups, is that the Wrestlemania moves 
are easy to get to grips with. Basic combi¬ 
nations of a couple of directional button 
taps and a hit button are all that’s needed. 
This means that getting the most out of 
every character is also easy since, for 
example, Yokozuna’s Belly Rush is pulled 
off with the same combo keys as Lex 
Luger’s Elbow Girder. 


Full motion video of the eight 
wrestlers has also been included 
to add something of a ‘rumble’ 
authenticity to the proceedings. 
And fortunately, aside from the 
commentary, that is where the 
similarities end. Three of the 
sports commentators have con¬ 
tributed to the Wrestlemania feel 
by bringing their own, unique 
style of comment to the bouts. 
They comment play-by-play on 
the great moves and the not-so- 
great ones, and get a bit tetchy if 
you give an opponent a whack 
while he’s prone and ready to be 
pinned. 

A number of digitised faces have 
also been grafted Into the back¬ 
ground to recreate the enthusiasm, 
vociferous vocal support and arm 


waving euphoria which seems to 
descend on people at these events. 
It does actually look like genuine 
WWF wrestling. The characters look 
right, the ring looks good, the back¬ 
grounds are accurate, and it sounds 
like real wrestling events, but 
despite all this, it’s really good I 
What is most surprising is the 
speed. Wrestling is something of a 
lumbering sport, with 300 pound (or 
5681b in the case of Yokozuna) 
behemoths lurching around, trying 
desperately to grapple their oppo¬ 
nent. Wrestlemania takes the fun 
concept of bodily throwing your 
opponent out of the ring, and adds 
the pazzazz which has made WWF 
the amazing success it is (God for¬ 
bid), and some extra speed for a 
right rollickin’ rumble. 
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CnmE lilUlF lUrestlemania 
GENRE Beat'em-ijp 
SOFTUIRRE HOUSE Reclaim 
PRICE E'4 m.cici 
I hate LUlilF. but UJresttemania 
should not be judged on its 
licence. It's a fun, entertaining, fast, 
competitiue game luhich combines 
solid, one-on-one grappling action, 
great tag-team options and simple, 
but effectiue gameplay. Fans of 
lillUF Luill lap this up like a half 
starued cat, but don't let that put 
you off. lilrestlemania is challeng¬ 
ing. yet its simplicity makes it 
addictiue. Slam your mate by his 
head on the canuas, chuck Grim 
Reapers, and bounce off the ropes 
like a pro. Rmazingly good fun. 
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Get a load of Qff-^wcdd 

Msrceptor™ Ejctceme. 

•fee chaotic deafe-capade featuriiig 

wicked 4x4s and ahlood-feirsty arsenal. 
Red-line across fee galaxy's most interse, 
32“*lDXt texture-mapped terrain, 
switchir^ cn ■fee fly between COClspXt 
and chase view. CarefliL, ■fea^^. Grabbing 

massive air could 

ciufe. a kidney. Or two. 


It’s 26 levels of 
car-to-car combat. 
Customize buffed 
monster-stompers 
with trick engines 
and air-grabbing 
jump jets. 


With our unique, 
head-to-head 2 
player game, grind 
a pal’s ego into the 
asphalt. It’s cruel. 
But there ain’t no 
2nd place. 


Hate cheesy 
acting? Watch 
two trash-talkin' 
jerks rip on the 
gratuitous video. 


DISTRIBUTED BY 

laj^G 


4 . 

PlayStation 


/Lvailable on -the Pla'yStation™game console. 

Crystal Dynamics, the Crystal Dynamics logo and Off-world Interceptor Extreme are trademarks of Crystal Dynamics. ©1995 Crystal Dynamics. All rights reserved. 
Sony is a registered trademark of Sony Corporation. PlayStation, the PlayStation logo, and the PS logo are trademarks of Sony Computer Entertainment Inc. 
Distributed by BMG Interactive Entertainment International, a unit of BMG Entertainment. Bedford House, 69-79 Fulham High Street, London SW6 3JW. 

Please contact your local BMGie office for further details. 
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Forget fighting in the streets, 
forget combat with other 
mortals, if you want to 
experience a real head to 
head challenge full of gut 
wrenching, nerve shredding 
tension, then take on the 
best in the world of golf 
in World Cup Golf. 


World Cup Golf is an amazingly 
accurate simulation specifically designed 
for CD formats. Utilising full motion 
video images rendered on Silicon 
Graphics machines it plays better than it 
looks and it looks brilliant. 


Offering every conceivable competition 
format, hole by hole fly-bys, computer 
controlled opponents with “artificial 
intelligence” and better practice facilities 
than the Open, World Cup Golf has 
everything in the bag for the serious 
arm chair golfer. 
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Parodius Deluxe is, 
ostensibly, the same sort of 
product as Raiden Project - 
two classic shoot’em-ups not 
so much squeezed as eased 
onto a CD for a 32-bit system. 

Raiden Project received a 
kind review score. It seemed 
a good one-off idea to 
convert a couple of arcade 
classics onto a console for 
punters to enjoy in their own 
home. But Parodius and Fantastic Journey are 
merely old 16-bit products re-cycled, for reasons 
difficult to understand. 

The history of Parodius, until now, has been an 
illustrious one. Initially created by a team of 
developers with their tongues placed firmly in their 
cheeks - Parodius, you see, was designed to parody 
Gradius, a mechanised macho shoot'em-up - it went 
down a storm on the 16-bit SNES. 

Parodius’s success was followed up, in the same 
genre, by Fantastic Journey, then by vertical 

shoot’em-up. Pop 
‘n’ Twinbee, and 
platformer Rainbow 
Bell Adventures. All 
of these games 
starred members of 
the original 
Parodius cast from 
the 16-bit age. 



It’s weird, wacky and 
(weasonably?) wonderful too. 
But is Parodius Deluxe good 
enough for the PlayStation? 




cHRisTmns 































All the hallmarks of the 16-bit generation are 
evident. Parallax scrolling, lots of colour, plenty of 
moving objects on screen, but no real depth. And 
that's not Just a pathetic plea for 3D. 

The PlayStation is a 32-bit system that is capable 
of supporting massively superior software, and to 
release two, albeit classic, 16-bit games for the 
PlayStation, smacks of cheating and rush releasing. 

That’s not to say Konami isn’t capable of 
producing quality software for any system it deems 
fit to support. Titles such as Castlevania - The 
Bloodletting, MLBPA (working title) - baseball with 


animation modelled on top players, NFL (working 

title) - American footy programmed by the original 
Madden programmer, and Premier Soccer - multi¬ 
perspective 30 international footy, should show 
PlayStation owners just what Konami is capable of. 

Until the release of the aforementioned titles, and 
several more that are in the pipeline (see Full SP, 
page 136), Konami’s sole UK PlayStation title will 
be this. Heed this hint - hang on for the rest. 

There’s even a Pop ‘n’ Twinbee puzzle game in 
development, and that’s more likely to make the 
jump to the next generation than Parodius Deluxe. 


-^ 
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GRfVlE Parodius Delu«c 
GENRE Shoot'cm-up 
SOFTIURRE HOUSE Konami 
PRICE 

Parodius Delude boasts one of the 
best in-game soundtrachs euer to 
grace a home console. Houieuer, 
the same compliments can't be 
paid to the uisuats and playability. 

Both Parodius and Fantastic 
Journey are as ib-bit as they 
come. E«cellenl spot effects and a 
host of imaginatiue characters and 
scenarios don't disguise the fact 
that the graphics and gameplay 
are uery linear. This proues that 
putting tuio ib-bit games together 
does not mahe one 32-bit product. 
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rParodius Deluxe features some 
I unlikely stars. A flying pig, a 
panda in a dress, and a 
I mermaid who laughs as you 
I shoot all over her breasts, are 
I three of the more normal 
I characters you’ll encounter. 

Fantastic Journey beats 
I Parodius for gameplay in that 
I there’s a simultaneous two- 
I player option which makes 
I progress through the trippy 


worlds a whole lot easier than 
a sole expedition. Along with 
standard shoot’em-up power- 
ups - which look remarkably 
like the ones in the old 
Turrican series - you can fly 
into loads of floating bells. 

The best ‘bell bonus’ has to 
be the inflation pick-up. 

Instead of being just another 
little figure of fun, you’re 
suddenly a big, bulging 
ballooner of a sprite - very 
pixelly, but as invulnerable as 
Flash Gordon when he was 
monochrome. 

Parodius Deluxe has plenty 
going for it, just not enough to 
make it a serious challenger for 
32-bit honours. You’d be better 
off buying a second hand SNES 
and playing it on there. 
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Time to die 
for one 
planet — 
target of the 
Sun Dagger 


A weapon known os the Sun Dagger is causing 
severe consternation at Stellar 
Command. The Drak-sai have already 
used it to destroy the sun in Omega 
Quadrant and are now preparing to do 
the same thing to Earth’s heat and light 
source. Flying a FireWing space fighter, 
the security of the 
Earth is in your hands 
- for a change. 

Your hi-tech craft has 
to be piloted over 
hostile terrain 
swarming with 
Drak-sai missile silos 
and radar installations. 

Just flying around 
drains your limited 
shield, and the only way to 
replenish the energy is to blow the 
critters out of the universe. So, 
while dodging incoming missiles 
and hostile fire is important, lining 
the targets in your sight and 
watching them disintegrate in a 
flurry of flame and debris, is the 
way to prolong the mission. 



It’s time to welcome a new 
race of alien Invaders. Let’s 
have a big hand for the 
Drak-sai, the latest In a long 
line of aggressors intent 
on destroying us all 
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Don. ooh. ooh 


Viewed from behind 
your fighter, the style is 
fairly similar to 
Novastorm, but in this 
game you have a greater 
degree of control over 
your space craft. 

In addition, apart from 
the inevitable stream of 
missiles and Drak-sai 
ships, there is plenty of 
undulating and 
unforgiving terrain to avoid. 

A few different control 
configurations allow you to get to 
grips with an original flying style. 
Aside from the familiar up, down. 
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Flying 
through 
tunnels is 
tricky, but 
you can be 
helped by 
the red 
SLuell of a 
smart bomb 


left and right movements, there are 
also roll manoeuvres which can be 
used for effective evasion of 
incoming missiles, and for sKimming 
low through some of the tight 
valleys which need negotiating. 

Hitting the hills is something to be 
avoided at all costs, since shield 
depletion is severe enough without 
unnecessary damage caused by 
careless flying. 

So, learning to fly the FireWing 
both quickly and in a controlled 
manner, while at the same time 
kicking some serious butt with the 
range of weaponry, is vital to the 
mission’s success. 


Each stage includes a very tough tunnel 
section which needs pinpoint flying to 
avoid crashing. More enemies in these 
confined spaces add to the test, but the 
speed works really well, giving quite a 
rush as the compact environment 
challenges the highest piloting skills. 

Six different weapons deal destruction to 
the Drak-sai with varying degrees of potency. 
Collected in the form of floating power-ups, 
they swirl plasma bolts in figure-of-eight 
patterns, shotgun-like spread blasts, and three¬ 
pronged streams of energy. Plasma bombs - 
very effective smart bombs - are also available. 

Total Eclipse Turbo looks 
like a fairly standard 
shoot’em up, and the 
concept is neither original 
nor offers anything 
amazingly different to 
warrant fevered 
enthusiasm. But what it 
does do - provides a fast, 
action-packed, challenging 
alien shoot - it achieves 
with great success. 

The scenery and ship 
look fairly standard too, but 
in the intense 
heat of 
battle, it has 
to be 

admitted that 
the overall 

graphical effect is more 
than a little impressive. 
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Total Eclipse Turbo's great looks are not 
backed by a pumping soundtrack. Some of 
the expiosions pop rather than blast too, but 
with a bit of volume, the effects satisfy the 
basic need for aural accompaniment to the 
frantic blasting action. 

Fairly impressive cinematic animated cut sequences 
break up the four missions, giving the opportunity for 

the boss to grant 
you a promotion, 
eventually to the 
rank of Colonel. 
Upon completion 
of each mission 


you are given a password, which 
means that you don’t have to go 
through ail the early stages again 
once you become a veteran of the 
dreaded Orak-sai’s tactics. 

While this is a great feature for many, it could 
ultimately hinder the overall lasting appeal of the 
game, and shouldn't be seen purely as a plus point. 

But with the different flying styles available from 
your FireWing, even upon completion. Total Eclipse 
has a decent replay value. 

Overall, originality is not the key to success. But 
then again, not everyone has seen every game in the 
world ever. 
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CFIIYIE Total Eclipse Turbo 
GENRE Shoot'em-up 
SOFTUJRRE HOUSE Crystal Dynamics 
PRICE Elmport 

Taking a tried and trusted formula 
and adding speed and graphic 
detail, makes for a solid and quite 
entertaining alien blast. There’s 
enough uariation in the gameplay 
to keep you trying out different 
tactics to cause maximum 
carnage to the alien forces uihile 
keeping the FirelJJing paintuiork in 
pristine condition. This is a game 
ijjhich could haue been stunningly 
bland, but utilises a number of 
quite decent features to make it 
Luorth considering. 
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match out for 
the mountain 
looming in 
the distance. 
It could bring 
about your 
demise 
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The brilliance of football. Just imagine It 

24 hours a day, 7 days a week, 36S days a year. 


Football, footbalUQQtbalL Women ace rightinen.have only got.one tlTina.-QD 


else is likely 


to get a look in^with Striker ‘96, (Awarded 53% aod[.calle(l:’’M(Iictive,eojoyable,orgasmic fun!’„by Gamepro. While Dave Perry of 


c apture s all 


Gamemaster TV said: ”S triker ‘96 


animated players and 


un beli evea b ly fast 3-D graphics. It’s defin itely a bla c k armband d av. ‘‘Too right, Arsegal h^ve lost again”, f 
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MUSIC VOlkiME 


VIDEO OFF 

PRESS START TO COffTINUE 


ESPN Sports owns a couple of US TV channels which 
focus on the quirkier types of American outdoor 
activities. Okay, so you'll find some baseball, but it’s 
likely to be Little League championships (11 and 12 
year-old kids), and there may be a bit of high school 
American football, but nothing which could be 
considered mainstream. Checking out the latest hap¬ 
penings in the beach volleyball tournaments, or who’s 
heading the jet-ski world championships, that’s more 
the style of ESPN. 

Extreme Sports takes this attitude 
still further in a range of sports 
which span five 
cities, four modes 
of transport (luge, 
rollerblades, 
skateboard and 
mountain bike), 
and enough 
punching, kicking, 
crashing and 
gouging, a la 
Road Rash, to 


Belouj: Skateboarding through a 
tunnel full of fireballs isn’t the 
safest Luay to trauel 


CHOOSE SETTINGS 


1 PUYER 


NEW SEASON 






shame the bloodiest of inner city 
back street rumbles. 

Crossing the finish line first - at 
any cost - is objective number one, 
but a number of other interesting and 
varied features have been added to 
ensure sufficient longevity and 
challenge in a game style which is 
tried and tested. 



Street lugeing at 75 
mph, skateboarding over 
the speed limit, roller 
blading with Intent to 
lt\]ure, and mountain biking 
through tough, chicken-strewn 
terrain - it's all in a day’s work 
for those with the bottle to take 
on Sony's latest racer 
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Starting in 16th position, the winding routes, 
strewn with barrels, ramps, chickens and 
boulders, have to be negotiated using a tricky 
blend of acceleration and stream-lined cruising. 

At optimum speed the scenery really does fly 
by, offering an acute test of reflexes, timing and 
bad ass attitude. Tactics are simple - if anyone tries to overtake, 
kick them, punch them or push them into any suitable obstacle. 

ESPN Sports looks okay - the graphics won't win any awards, but 
are smooth enough to create a genuine sense of speed as you pass 
through the sweeping landscapes. The tunes are not the pumping 
rock of Road Rash and tend to float into obscurity as a backdrop to 
the real action. That said, the sound effects are subtle and effective, 
and work well with the visual feel of speed to provide a fun, 
fast-paced racer. 
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GRfYlE ESPN EKireme Sporie 
GENRE Racing/Beat'em-iJp 
SOFTUJRRE HOUSE Sony 
PRICE E»*m.«=i«i 

Racing through obstacle-streiun 
highuiays may not become an 
Olympic sport, but it certainly 
offers plenty of action-pacKed 
excitement. The Road Rash 
concept has been turned neatly 
into an ESPN spectacular. LUhile 
the limited courses and modes of 
transport don't offer an infinite 
uariety of options, secret areas 
and the ouerall challenge add to 
the longeuity. Get ready to kick 
and punch your may to the 
uiinner's podium. 
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Top Speed 


Acceler&tion 

amdlrog 




Five different tracks - San 
Francisco, Lake Tahoe, Utah, South 
America and Italy - provide some 
variation to what is, essentially, 
another racing game. 

There are three different 
coloured gates on the courses, 
each having a different effect on 
the race, or even the season. 

Green gates provide cash - 50 
Sony pence per success. Cash can 
then be stored and used to buy 
better, faster, more agile and more 
competitive equipment. 

Yellow gates are fewer in 
number, but add 10 points to your 
season’s tally. Technically, you can 
finish last in a race, but hitting all 
the yellow gates can see you 
jump several places on the 
leaderboard. 


Finally, there are a couple of blue 
gates per course. These serve to 
remove difficult obstacles from 
further along the track, or can 
open secret passages which reveal 
short cuts or cash and point gates. 

The cash and season strategies, 
with four different standards of 
transport to purchase, add a 
sporting competitive flavour to 
what could have been a diluted 
Road Rash clone. Coming first is 
important, but not necessarily vital 
to a successful season. 

Any one of 16 differently skilled 
characters can be selected, and a 
simple yet useful interface 
provides quick access to the 
equipment 


shop before 
each race. 
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It’s Lemmings 
and it’s 3D. 
Not that 
rubbishy 3D 
where it looks like 
things ore coming out 
of the saeen at you, 
but proper 3D, with o 
realistic gome 
environment where 
you con walk 
wherever you wont 
and everything 



TmE 5: DD' MinuTES 

RflTino Practice 



Con 

IVIany of the leuels 
moy be quite smett. 
but they are 
fiendishty difficutt 



It’s 0 puzzle gome, and the biggest 
teaser of all for me is where the 
appeal of the Lemmings comes 
from. 1 mean, they’re hardly cute 
are they? Yet the gamesplaying 
public never seems to tire of their 
endless need to be rescued from 
their own stupidity. 

if you ask me, this appeal lies in 
the smug satisfaction you get from 
knowing deep down that you’re 
more intelligent than these little 
green blighters, and without you 
they’d have no chance. But i doubt 
we’ll ever know. All you do need 
to realise is that these guys have 
been the stars of an ever 
increasing number of the most 
popular video games of all time. 

For the new machines though a 
new ingredient had to be thrown 
into the mixture to spice up what 
was fast becoming a very bland 
tasting soup. That extra ingredient 
is a whole new 3D perspective 
replacing the flatness of the 
previous efforts. 

Massively confusing at first, this 
extra dimension adds an all-new 
er... dimension to the way the 
game plays. However, once you 
get used to it, it certainly breathes 
new life into the king of puzzlers. 
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Thankfully for this third 
incarnation, the developer, 
Clockwork Games, has decided 
to drop the disastrous attempt to 
introduce a story that we saw in 
Lemmings 2.1 found the 
anonymous identical Lemmings 
far preferable to the personas 
that were developed for them as 
a result of giving them different 
personalities and skills 
depending on which tribe they 
belonged to. 

In 30 Lemmings it’s back to 
the traditional style of knowing 
where you stand throughout the 
game. You don’t have to worry 
about learning how new 
attributes work and when best 
to use them. However, even for 
fans of the originals, getting to 
grips with 3D Lemmings is 
going to take time. 

Getting each Lemming to do 
what it is supposed to do at 
each point, as well as ensuring 
they are in the right place in 
three dimensions instead of two, 
is highly tricky at 
first, but 
thankfully there 
is an extensive 
series of trainer 
levels and a 
tutorial to break 
you in gently. 

It may take 
time to get into, 
but when you do 
manage to get 
your head round 
it, 30 Lemmings 
turns out to be a 
very rewarding 
experience. 1 
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office liKe a breath of fresh air, and 
lightened the mood considerably 
follouiing some pretty dour 
PlayStation releases uie'ue seen 
ouer the last couple of ixieehs. I'ue 
alujays lihed getting my teeth into 
a good puzzle game, and this is 
right up there ixiith the best. Rnd 
not just on the PlayStation either; it 
riuals games on any other format. 
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Time your bounce to 
perfection. Or else... 


I’ve heard some people say that if you’ve played 
Lemmings before then you’ll be immediately at 
home with 3D Lemmings, but I’m living proof that 
this statement is in fact wrong. For my first few 
attempts 1 was really floundering around as I 
struggled to get to grips with all the new features 
of the game. 

For Instance, 1 found simply scrolling around the 
screen getting to where I wanted to be difficult enough at 
first. Generally, by the time I’d got there, half my Lemmings 
were dead, and by the time I’d selected the option I 
actually wanted, and tried to apply it, the other half was 
severely depleted as well. 

Work your way through the trainer levels though and 
things should take on an entirely new perspective, I 
guarantee it. You won’t be an expert by any means, but 
you’ll at least be proficient in the more intricate workings of 
the game. And you’ll be able to play with a lot more 
confidence than you had when you started. 


This is the first real PlayStation 
puzzler, and it’s definitely laid a 
good foundation for anything that 
is to follow. It’s one of the most 
mentally taxing games I’ve ever 
come across, and you’re 
guaranteed to still be playing it 
many months from now. 

Clockwork Games has 
managed to recapture the feel of 
the original whilst making the 
game ’next gen’ enough to satisfy 
even the harshest of critics. 

You will get stuck, of that there 
can be no doubt, but that just 
makes it all the more satisfying 
when you do manage to progress. 
As you get further into the game, 
the levels get fiendishly difficult, 
but strangely you never tire of 
them. This is most likely due to 
the fact that there is a handy 
replay feature which allows you 
to play back your last attempt, 
see where you went wrong, and 
then jump back in at whatever 
point you choose. 

3D Lemmings will not suit 
everyone. Action fans are going 
to hate it, but it’s without doubt a 
great puzzle game. 




sufYiitinnv 

GnfYlE 3D Lemmings 
GENRE Puzzle 
SOFTLURRE HOUSE Sony Interactiue 
PRICE E3 «i.ci^ 


3 D Lemminos breezed into the 
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Cheers to Ste and Zoe for being coerced into modelling for us 



Tick the relevant boxes 
on the answer form for 
the competitions you’d 
like to enter 


Name 

Address 


Age 

Telephone 

no 



Very 

Falriy 

Not at all 

1 

o 

o 

o 

2 

o 

o 

o 

3 

o 

o 

o 

4 

o 

o 

o 

5 

o 

o 

o 

6 

o 

o 

o 

7 

o 

o 

o 

8 

o 

o 

o 

9 

o 

o 

o 

10 

o 

o 

o 


4o our freepo^4 
addre^ below 

Everyone’s a Winner 

FREEPOST 

SonyPro 

Media House 

Adlington Park 

Macdesfleld 

Cheshire 

SK10 4YB 








Location: The SonyPro office, IDG 
Media, Macclesfield 


Oebotor: 

Alex Lee 

Oebatees: 

Neil Jackson 
Paul Roundell 
Andy Sharp 
Steve McNally 
Fiona Howarth (girl) 


Alex Lee: Do you reckon computer 
games are sexist? 

Andy Sharp: I can’t possibly talk 
now. (Too busy listening to David 
Bowie's new GD.) 

Nell Jackson: I think they’re wildly 
sexist. But then birds don’t deserve 
computer games. They should be 
busy having babies, knitting and 
making recipes and stuff. 

AL Do you think things should 
change? 

NJ: No. 1 don’t. 

AL Do you think girls don’t buy 
computer games because they’re 
sexist? 




NJ: Computer games that appeal to 
girls would be financially unviable, 
so companies wouldn’t be 
interested in making them. 

AL What sort of games do you 
think would appeal to girls? 

NJ: Recipe programs, how to bring 
up babies and stuff. 

AL How to ring up babies? 

NJ: Bring up, not ring up! They’ve 
already done a few, haven’t they? 
In America. You could have chick 



3go#^yP*no CHRisrrrms 



adventures where you have to er... 
AL Go to the hairdresser’s? 

NJ: You could rescue, like, Robbie, 
ex-out of Take That. It’s difficult to 
get into chicks’ minds, isn’t it? 

AL Is it because the industry’s 
dominated by gadgies? 

NJ: No. 1 think if there was a 
market for it, it would be exploited, 
but 1 don’t think there is. 

AL Why not? 

NJ: Everything’s to do with 
conditioning when you’re young. 
AL Anything else to say? 

NJ: No. 1 don’t wish to incriminate 
myself any further. 

AL Video games - are they sexist? 
Andy Sharp: Mmm... they are. 

AL Any more? 

AS: Come back later. 

AL Are computer games sexist? 
Steve McNally: No. 

AL Why? 

SM: Because they’re only catering 
for the market. The market is 
mostly male because girls aren’t 
interested in computers. They’ve 


but I don’t see the point in doing, 
iike, a Sindy game, because no 
lads are going to like it. 

Paul Roundell: (Controversially) 
There’s no sexism in video games, 
and any bird who says there is 
should get back in the kitcheni I 
think there is, really, but it’s 
acceptable because video games 
are aimed at males and it’s a 
predominantly male market. 1 
think it’s always been that way - 
technology is male dominated. 

AL So gadgies are at the forefront 
of technology rather than women? 
PR: Yes, because they’re generally 
more interested. If a new television 
comes out, with surround sound 
and stuff, it’s all the blokes who’ll 
be clamouring to buy it first. It is 
sexist, but acceptably so. 

AL At what point do you get 
unacceptable sexism? 

PR: The only way it’s unacceptable 
is if it’s a fifty-fifty market and all 
the games are still aimed at men. 
The software companies aren’t 
willing to invest in women. 

AL Would it be possible to change 
the balance by 
targeting and 
marketing females? 
PR: 1 can’t see who’d 
take that risk. 




got dolls to play with. I reckon it’s 
down to the parents. Parents 
buying presents for the kids don’t 
look at computers as being a 
reasonable thing to buy a girl. 
They think a girl won’t be 
interested. If parents had bought 
more Mega Drives for girls, they’d 
be into it. Kids can't afford to buy 
them on their own. 

AL But would a young girl like a 
Mega Drive, considering that very 
few games feature female 
characters, and the ones that do 
tend to portray macho women? 
SM: They’re not all about killing. 


NJ: Companies would have to work 
at a wild loss to try and bring the 
whole situation round. It would be 
a big gamble which probably 
wouldn’t work. 

PR: You can’t target a game 
specifically at females. That’s not 
helping any equilibrium, it’s just 
patronising them. 

Fiona Howarth: I think females 
spend their money on other things, 
like clothes. A lot of girls play 
computer games. I’ve got a lot of 
friends who are into them. 

PR: In Street Fighter II you don’t 
see any of the blokes in thongs. 


but you see women in tighty-ass 
bikinis. You don’t see any pictures 
of blokes having a big lunch box, 
whereas you see plenty of large¬ 
breasted women. 

FH: Girls want to grow up a lot 
faster. Lads are quite happy 
staying at home and playing 
games with all their mates, 
whereas girls want to go out and 
meet nice looking guys. 

PR: But there’s none there, 
because we’re all at home playing 
computer games. 

FH: Yeah, but it’s all the ugly ones 
that are playing computer games. 
PR: RightI I’m going out tonight. 

AL So the level of sexism in video 
games is only acceptable by the 
market, which is a male market, so 
therefore it is sexist by definition. 
PR: Yes, but I like it that way! No, 1 
think awareness will be created as 
the PlayStation becomes more like 
a second telly. When everyone’s 
got one, everyone will use it. 

AL The way the telly has 
developed, you could probably say 
that women tend to watch more 
hours of telly than men do. So will' 
It follow that if a console becomes 
an accepted home unit then 
eventually women will use it as 
much as men do. 

FH: More probably will. 

PR: I can’t see it becoming equal, 
but only because we’re just not at 
that stage, 

AL If you bear in mind that the 
home computer industry is about 
15 years old, and it develops In the 
same way as the telly, then in 15 
years time there’s going to be an 
equal number of lads and lasses 
playing computer games. Mere 
conjecture... 

PR: Women have little or no 
co-ordination. I mean, have you 
ever seen one of them drive? Or 
running for a bus? (Discussion 
breaks down at this point.) 

Tape Debate Conclusion * 2 : 

Video games are sexist, but 
acceptably so. We can say that 
because we’re all blokes. Apart 
from Fiona, who prefers flowers. 
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Terry Pratchett’s 


PlayStation ‘ PC CD • PC • Mac CD 


Rincewind the Wizard has spent a lifetime 
avoiding danger, but a dragon is ravaging 
Ankh-Morpork®, and he’s the unlikely 
hero who’s got to rescue the city. 


He’s got the Luggage (a murderous 
accessory every traveller needs), 
a lew necessary items 
(bananas are always useful). . . ^ 
- and he’s got YOU. 


© 1995 TWG Ltd. Discworld and Ankh-Morpork are Registered Trademarks of Terry Pratchett. Illustration © 1994 Josh Kirby. Developed by TWG Ltd. Published by Psygnosis Ltd. 
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Peripheral Vfeion 

It isn’t all sun, sea and sand for American 
correspondent Rob Smith. Every now and 
then, while getting pedicures from 
scantily-clad ladies, he has to test out 
PlayStation joysticks. And this is just 
what he's done for us right here. 


Kck 

You never know just quite what you’re 
gonna be in for in this job. Alex Lee had 
a rude awakening the other day when he 
found himself getting his ass kicked by 
four proper rock hard SAS blokes. It was 
all in the name of Millennium’s Deadline. 




e Freepo^i- add 
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. ^ WhotV 4ha4 ugly 




u? foii?’;pyej:' -the nex4 

U:* lioahe^. 


M whD and More. 


Showing Off 

The European Computer Trade 
Show is where software publishers 
display their latest releases, long 
before the games are packaged 
and ready for the shops. They give 
away loads of free stuff to 
journalists in an attempt to outdo 
each other too. Alex Lee takes all 
that’s on offer and tells it like it is. 














hou^e^ give 
away 


The European Computer 
Trade ^how u^ed 40 be 
exactly 4ha4. Now i4 
Merely an excu^e^_^ " 
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MR A LEE 


IDG MEDIA 


MACCLESFIELD J 


and ^how off 
abou4 how 
big and rich 
4-hey are. 
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■%heer d^cad^nce 









Overleaf^" 
the software 
house top 
10. The 
decision was 
made using 
the f ollowing 
otteild^^ 




IF THE FACE FITS, 
WEARIT... 


Was It In the 
exhibition hall 
or In a hotel or 
pub or what? 
How big was It? 
Was there free food 
and 
there ( 
freebies 
ouyio 

. _ o 

Were there ang models? 
Were theu;idsty?;i^|Klt^ 
ang people 4^s||d|i|i 
character from a igame? 
did they look? Were there any 


celebs? Or oldAwashed out pop stars? 

Was there one? Where was It 
held? Wffi It any good? Was the beer free? Were 
there any birds there? What did they look like? Old 
they care that we were unattractive and spotty? 
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took over the 


polite barman serving everything from mineral 
water (in glasses with lemon and ice) to freezing 
cold beer. There was a post-show drink-up as 
weii, with the invite printed on a fairiy amusing 
sheep mask. 




upstairs at locai pub Harvey Floorbangers, and 
put a buffet on.There were also a few men 
knocking about with green hair and 3D specs, 
masquerading as iemmings. 


sponsored the bar. A utilitarian 
stand and Raiden Project game were 
nothing to write home about, but the 
Ocean-sponsored bar provided a handy 
area to sit down, meet people and get 
hammered on company expenses. PR 
manager Declan Brennan provided the 
humour with gags aplenty to 
avoid being slagged off for 
wearing a jacket that was 
obviously a subbuteo 
pitch in a previous iife. 




ftiygaRT^ set up shop, or rather crashed up taxi, 
uTthie'Oiympia Hiiton, sticking a 70’s yeliow New 
York cab (that it had painted up and cut 
in half especially) through a false wall. 
On the floor in front of it was a 
Coiumbo-style pretend chalk body 
outline done with white sticky tape. 
Welcoming everyone and giving out 
1 press releases were two blonde page 
three models. After all that, the food 
and drink on offer were of secondary 
importance. 


Infogrames 


stand was massive, above an 


il-encompassing 
preK pack included a couple of 
CDs for Johnny Bazookatone (one 
audio with a nice sampie of 
Heeeeeere’s Johnny'), and a CD 
..ith a ioad of Andy Warhol-styie 
sheep heads on. The stand, in the 
ngton Olympia Hilton, contained a ioad of 
Roman statues (which might have just 
been in the hotel anyway), a fine 
seiection of 
sandwiches 


even iarger advertisement - the iargest of the 
show - that took up the whole of the famous 
arch at the far end of Kensington Olympia’s grand 
hail. Impressive? You couldn’t miss it no matter 
how bleary eyed you were. Loads of PlayStation 
games, including third party ones, were on 
display for anyone to have a dabble. There were 
no models, but one of the staff could have passed 
for one. The food and drink on offer was average 
- mainly cakes and danish pastries - but there 
was a party at the Wonderpark, Windmill St WI, 
with free coin-ops all night. As if we’d want to do 
that... The invite was pretty cooi though, printed 
on a black CD disguised as a PlayStation game. 

It didn’t work, by the way. 


Stand was 

^nothing to write home about, 
nor were its freebies. But 


what a party! Held at 
London’s fashionable 
Sports Cafe, there 
was a free bar and 
posh free buffet. 
Live footy (West 
Ham V Chelsea) 
was on TV 
screens all 
around us. The 
only thing 
Phiiips had no 
control over was 
Sky’s choice of 
live match. 
Hanging around 
nonchalantly were 
old footballers 
George Best, Gordon 
Banks and Rodney 
Marsh - don’t ask 
whether they’d been 















drinking or not. 
The only let 
down was that 
there were no 
PlayStation 
products on 
display, and, 
let’s get it right, 
there were 
hardly any birds 
there either. 


JThe runners-up^ 


Reclaim proudly ohoutiod off a full- ©ize replica of Ine 
laleel Balmobile. There luae also a come and haue a 
yo hasKelhall net accompanied by a female 
commenlalor. The best bit. hoixieuer. luas the separate 
suite, far from the madding croujd. stocked Luith luine. 
beer and posh dips. 

Electronic Rrts could boast uuith conuiction it had one 
of the best looking stands. H tiuo-tier number luith 
top - to-toe glass in all the meeting rooms, uihtch could 
only be entered by means of a stuipe card. Its position 
ujas one of the best too. uiith the throe main meeting 
rooms ouerlooking the Ocean bar. R team of bouj-tied 
Luaiters uuere on hand to supply refreshments, but the 
portions ujere meagre. 



ftwo- 

'tiered stand was 
graced by Bruce 
Foxton (ex-Jam) and Jake 
Burns (ex-Stiff Little 
Fingers). Empire’s PR reps 
wanted to introduce me to them, 
but I was too busy trying to disguise my 
embarrassment at dropping a bottle of fortified 
wine at their feet (which didn’t smash, I’m 
relieved to say). Before my impromptu attack of 
dropsey, however, Td secured a polo shirt, the 
said Brain Bender 13 wine in a cartoon display 
box, and a metal yo-yo. The stand wasn’t up to 
too much, but at least it had two floors. Although 
there weren’t any models present, the PR women 
were pleasant - especially the one with the 
husky voice. 


Gremlin displayed playable uersions of Loaded. Rclua 
Soccer and Rclua Golf - arguably Ihe best Brilish 
^ third parly PlayStation efforts on offer so far - 
and gaue atuay a cool black 
Play It T shirt. 





_ ^ had a limited edition supply of 

^xcell^t black denim jackets cut in classic Levi’s 
styl? with a subtle embroidered black 
MicroProse logo above the left breast. Possibly 
the giveaway of the show. Star-wise, Damon Hill y 
turned up for a press conference, which was to 
promote a MicroProse/Hill Web Site. 

Hill cost £5000 for the hour, but as Paul 
Roundell said, that’s still a lot less than what 
he gets for spinning off a grand prix circuit 
after five laps. 


sported an ordinary stand, and 
its featured game. Tin 
Tin on the SNES, wasn’t 
too hot (although 
Knight’s Chase and 
Alone In The Dark 3 on the 
PlayStation looked good). 
Appearing at the stand, and 
briefly at the club on the 
night, was a bearded gadgie 
dressed up as the knight out 
of Knight’s Chase, complete 
with a huge, heavy-looking 


broadsword. Infogrames’ party, 
however, was the talk of the show. 

Featuring two DJs, a live 
performance from The Bootleg 
Beatles, and hosted by outspoken ex-Word 
presenter with rockabilly haircut Mark Lamaar, 
the Hanover Grand club stayed open until 
3:30am. Although the free beer supply ran out 
and we were faced with paying £2.50 a bottle for 
the last two hours or so. Another talking point ; 
was the free Tin Tin haircut service, although it’s ; 
doubtful anyone was that bladdered that they 
took advantage of it. There was one gorgeous 
bird there who even got on stage at one point, 
but the male:femaie ratio was a sad 80:20. 


Electronic Arts Privilege Pass 
See the artists of the future 
Espftwo yourtelf In th* EA CaM 


ELECTRONIC ARTr AdmH On* 
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fstand was a grandiose mock-up of a 
*50‘?cinema, complete with doormen and 

usherettes. The usherettes j 
were tasty models hired 
from a top modelling 
agency who gave you 
tickets from a box office 
booth as you went in. 
Swishing open a velvet 
curtain revealed rooms 
containing old projectors 
and proper fold-up velvet 
seats ripped out from old 
cinemas. The press pack consisted of two 
different sized film reel boxes which held those 
ream cola worms and CDs with screenshots on 
them. There was also a big box, which was a 
spiral-bound Virgin brochure. All the above was 
presented in a black despatch bag made of 
sturdy man-made fibres. Congratulations Virgin, 
you sure bought your way into our heartsK^ 

cftwsTTfgir, ISonyW^r* 



Never one 40 be influerfced b^ gifW of free beer, clobber 
and food, Alex Lee regained ?4one cold ^ober, ^cruffily 
clad and hungry 4hroughou4 4he ^how 











The f layS4a4iorf going 4o be big bu^ine^^ 
for Many people, and no4 judr in 4he gotne^ 
produc4ion field. ?onyV decision 4o include 
jud^ one joypad wi4h 4he open^ up 4he 

way for a whole ho?4 of peripherals 4o be 
4hrus4 in fron4 of 4he MuIfi-plaVef 

QdMing coMMuni'" ” " 

lowdown on a 

s4andard joypads 4ha4 have already eMerged 
frOM L/S and Japanese 
4hird par4y developers 


Here s 4he 
range of arcade s4icks and More 
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If you ujont the 
femilier feel of 
the eupplied 
joyped. thie 
Interect Speciel 
ehould eee you 
right. It eleo hee 
turbo end 
elo~mo feeturee 


A^CII Specialised 

Joystick 



A veritable beast of an arcade-style 
controller, the ASCII Specialised Joystick 
measures some II inches wide by about 8 
deep, and sports eight large, friendly 

buttons. The layout is very much of the 
arcade style - which is probably handy 
considering the number of coin-op conver¬ 
sions making the trip across to the home plat¬ 
forms - with a short stick and two banks of four 
buttons. A turbo switch promises greater control over 
the speedy gameplay, and a slow motion feature 
offers the chance to practise complex moves. A range of 
automatic turbo switches can be flipped - in effect, 
keeping one button permanently pressed - to help 
accomplish special moves with greater ease. For arcade 
veterans, enjoying the appearance of their favourite games 
on the PlayStation, this joystick will only serve to enhance 
the experience. 





A^CI] Specialised Corf4rol fad 


lOTf 


Looking like some kind of oriental throwing weapon, this 
ASCII control pad has a thin, flat profile quite distinct from 
Sony’s packaged controller. The curved edges are quite 
comfortable in the hand and provide a solid grip. A more 
conventional direction pad replaces the segmented style 
used on the standard controller. Switches for turbo and 
auto control for each of the four buttons are placed 
conveniently in the middle of the pad. There are also 
turbo and auto switches for the shoulder buttons - 
the main drawback with this controller. Due to the 
slim design of the pad, the shoulder buttons are 
very thin and therefore difficult to use with the 
degree of accuracy required in many games. A 
slow motion button rounds off the features of 
this decent pad, hindered mainly by the 
small shoulder triggers. 
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HORI Fighting Stick 


If you want real weight in a joystick, check out this fighting stick from HORI. 
Why fighting? Probably because if you lose, it would be a vicious weapon 
with which to club your opponent to death. Bigger, blacker and meaner than 
the /^Cll joystick, this one uses an eight-button arcade-style layout - even 
the buttons on this are bigger. A metal plate provides a cool resting place for 

wrists, but given the size of this _ 

beast, the design is not that 
impressive. Turbo switches for each 
button are depressed into the top 
plate, and are a little small 
compared to the overall build. 

Although the box appears 
sturdy, the joystick feels fairly 
weak in the hand. Also, the 
lack of slow motion and 
autofire features help to 
plunge this particular 
peripheral to the bottom of 
the pile. 


HORI Fighting 
CoMMander 
Two Way 

If 


If you con'i 
•boko off tbe 
dooiro for 
Qoming tbo 
good olo SNdS 
luoy. HORI boo 
tbo porfoct 
oolution 


you’re in the 
process of moving 
on from a 16-bit 
SNES system to 
the power of the 


PlayStation, but are 
saddened by the loss 
of those familiar, 
sturdy controllers, 
then this Two Way 
from HORI could 
answer your prayers. 

The Two Way strongly 
resembles the SNES pad 
but has a six-button face 
constructed to replicate 
either standard PlayStation configuration or, at the flick of 
a switch, six-button arcade-style. Although lacking any 
slow motion, turbo or autofire options, the Two Way 
features all the basics of the standard controller, with the 
look and feel of the SNES pad. If you can’t get to grips 
with the PlayStation’s original controller shape, this is 
definitely worth considering. 


Don't ' 
oe m 

doum tbo 
uoo it oo « ..wr' 
mortlot orto luoopon 


Jrf4erac4V fro fad 


This controller from Interact (formerly STD) takes the 
basic style of the supplied pad and adds a number of 
extra features. It’s slightly larger than the standard 
pad but has the same sized buttons and the 
segmented direction pad. Well angled shoulder 
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R L»eritat>le 
moosier for 
tHoi origiool 
arcado faal. 
RtmI tufih the 
niiMml>ar of 
corwL*ereiona 
from tho 
arcade. iHie 
co«jid l>e a 
oaefol deuice 


buttons are easy to use, but finger grooves in 
the handies, whilst attempting to ease comfort, 
actually force your hands into a position which 
may not be suitable for your own style. The 
buttons also feel a little ‘dicky’ and occasionally 
unresponsive. That said, there are autofire and 
slow motion modes, all accessed though small 
lights on the pad front. If your hands fit the 
set positions, this pad takes the standard controller 
a couple of steps along the development line. 

Had Ca47 Advartced Cortkoller 

Another pad based strongly on the standard 
controller’s design, this offering from Mad Catz is 



compact in shape and uses the full direction pad. A small LED light 
indicates when any of the slow motion, turbo action and autofire 
modes have been activated. These extra features and the solid design 
make it worthy of consideration. This is the first of a range of 
PlayStation peripherals which Mad Catz intends to release. 

Forthcoming plans include steering wheels, carry cases, memory cards 
and extension cables. 

Irt 4he Pipeline 

In Japan, Namco has launched a quite unique PlayStation 
controller which, apart from being white, is hinged in the middle, 
allowing the two handles to be twisted. While featuring all the 
standard modes, the ability to twist the handles gives a 
pseudo-steering feel which can be incorporated into driving 
games such as Ridge Racer. No announcement has been 
made about its availability in the UK. 

ASCII is pushing ahead to enhance its range of 
peripherals with the imminent launch in the US of a flight 
stick. This joystick will move away from the arcade-style 
sticks currently on the market, targeting gamers who 
will be taking to the skies in the range of action flight 
Sims which are emerging. So, if Agile Warrior or 
Warhawk are on your Christmas shopping list, a 
suitable flight stick may be a worthy purchase. 


Rob ^Tni4h 
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PRKE! CHOICE! QUAUIY! SERVICE! 


DELIVERIES UP TO 22nd DECEMBER - PLEASE ORDER BY Spm 
WEDNESDAY 20th TO GUA RANTEE ARRIVAL BEFORE CHRISTMAS 


MEGADRIVE 


THE NEXT GENERATION 
OF SPORTS GAMES 
IS HE HR HE 1 li 

All M FOUOWING MOCKBUSTERS AK JUST 

•’iKftloaSY "St* % 

• NW. Mabow ' 9 * » 




.£28.99 

Austxaua Rugby League 

Batman & Ronn 

Batman Forever 

Beavis & Buithead. 

£35.99 

£36.99 

£41.99 

£33.99 

Brian Lara Cricket . 

£32.99 

0^9 00 


£36.99 

Demoution Man. 

Dr Robotnk's Mean Bean Maom 

Dynamite Headoy. 

£36.99 

£24.99 

£24.99 

Ecco 2 - The Tdes Of Time. 

.£24.99 

Fever Pitch Soccer. 

.£29.99 

FIFA SiTfFR '95 . 

.£21.99 

Ovn* 'OA . 

03699 

F1 WoRiD Championship Edition. 

Fra>^ Thtiua*; Ravaaii . 

.£35.99 

.£39.99 

George Foreman Boxing. 

IhciANA Jones Greatest Adventures. 

Lemmings 2. 

.£36.99 

.£32.99 

.£24.99 


039.99 

Marsuphami. 

£35.99 

Mad MAiiAtn . 

.£38.99 


Mkro MAOtma 2 Edition .—».... 

Mortal Kombat 2 . 

.....£35.99 

.£42.99 

Umvai If aukat S _ 

,..JE40.99 

NBA Live '95 . 

.£22.99 

N8A lM'0fr..r,,r ,.. 


NFL Madden'95.V...;. 

MCI lltiwni 'OA . 

.£36.99 

MA.00 

NFL Quarterback Club '96. 

NHL '95. 

£39.99 

£22.99 

HHI 'Of. .. 

036 99 

Pete Sampras Tennis '96 . 

£36.99 

PGA Tour Gof 3. 

DAA Oak 'OA. 

£24.99 

03699 

Phantasy Star 4. 

PlIfAll . 

.£38.99 

£24.99 

Powerdrne. 

,£21.99 

Power Rangers - The Move. 

,£35.99 


031.99 

Primal Rage .. 

£42.99 

Psycho Pnbaii . 

.£24.99 

Rfll RASffiAii '94 . . 

. . .£17.99 

Rise Of TT€ Robots. 

.£17.99 

Roeocop V tERMINATOR . 

.£18.99 

Road Rash 3. 

.£32.99 


07799 

Samurai Shooown. 

ShnngForce2. 

.£36.99 

£3699 


SiGA SAmRN I^V 


PIM It SHumi A Vj^ FIMA....S3S9.M 
PACK £ Saimh A Votnu FMHn A 
PACK 3i Saiwh a Vntiu Fmhw A P»Km DuM0ii....l3SS. 

ALL PACKS INCLUDE NEXT DAY DELIVERY (SUBJEa TO STOCK AVAllABILITY) 

Paroows. 

Pebble Beach Gof. 

Rayman. 

Robotka. 

Sega Rally. 

SHEUSHOa . 

STREETFIGHTER THE iitovt. 

Theme Park. 

Tw. 

Vrtua Cop. 

V«tua Fighter Remix. 

Vetua Fighter 2 . 

Vetual FIydude. 

Vetua Raong. ^ _ 

Wing Arms.£35.99 

X Men - Children op the Atom.£CAIl 

ACCESSORIES _ 

Spare CoNTRa Pad.£16.99 

Arcade Racer Steering Wheel.£47.99 

Memory Cartridge.£38.W 

MultvPlayer Adapter.£28.W 

Vetua Sto.^ 

RF Ufrt (Saturn comes with just scart cable) .£18.99 
CDX Convertor - Play imported Saturn Games on 

YOUR UK Saturn.£25.99 

Satuen Mpfo Caktriogs - Allows YOU TO piay THE 
HIGHEST QUALITY PICTURES EVER BY PLAYING VCEO CD 

THROUGH YOUR SATURN. £159.99 

CAUL FOR a«i»(r UST Of vceo CDs. 



THE WORLD'S MOST POWERFUL 
CONSOLE AT BRITAINS LOWEST PRICE 


Clockwork Knight . 

Clockwork Knight 2.£3 .W 

Cyber Speedway.£3 .W 

Daytona Racing.£41.99 

DiGffAL Pinbau.^33.W 

Int. VctoryGoal.£35. W 

FfA Soccer '96.£35. W 

HiOqane .£3fW 

Mansion of Hdoen Souls.£36.99 

Mortal Kombat 2. 

Myst.£35. W 

NBA Jam Tournament Edition.£32.99 

NHL Hockey .£3fW 

Panzer Dragoon.£41.99 


32X Expansion Module. 

Chaorx.£39. W 

Doom., 

Koibri ..£38.99 

Mortal Kombat 2 ..£26.99 


INDMJAM lUUKNAMtINI tUlIMN. 

SPAa Hamb ..................... 

SiEiLAR Assault... . 

_.£26.99 

.£39.99 

SWER Motocross 

..£37.99 

T-Mek. 

....£CAIL 

YRTUA 

XMen. 

.........£38.99 

..£38.99 

3D0 

Goldstar 3DO * Fifa Soccer . 

Panasonic FZ-10 -f Starblade. 

Panasonic FZ-1 -f Starblade. 

......£279.99 

.£279.99 

.£279.99 


MEGA CD 


BC Racers.£18.99 

Earthworm jw.£36.99 

EeNAi Champions.£33.99 

Ecco 2 -The Tides Of Time.£35.99 

Eye Of THE Beholder.£32.99 

Fahrenheh.£37.W 

Midnight Raiders. ....£39.99 

Shining Force CD. • 

Skuukeep (Dungeon Masters 2) ....£25.99 

Snatcher. ....£32.W 

Soul Star. ....£19.99 

SuRGiCAi Strike.£36.99 

Theme Park .£33.99 



Championship Manager 2.. 

Command & Conquer. 

Dark Forces. 

Doom 2. 

Discworld. 

EF2000,.. 


Spare Controllers from 
£9.99 Wide seleqion 
AVAIIABIE ■ call FOR DETAILS! 

bNK Cable.£23.99 

IMeg Memory Card ..£21.99 

Mouse.£23.99 

Scart Cable.£14.99 

OfFiciAi Sony JoYPAD .£24.99 


...£29.99 

...£29.99 

...£33.99 

...£29.99 

...£24.99 

...£31.99 


3D Lemmings.£37.W 

Aqua Soccer. £CALl 

ActuaGolf. »£C^ 

Air Combat SK-SX 

Cybersled. 

Destruction DERBY....«M.iW7.W 

“ : H 

_|(§ 

Goal Storm .£35.W 

Hi Oqane .£35.W 

III 

Krazy Ivan .£37.W 

Mortal Kombat 3........^^.^ 

NBA Jam Tournament Ed. ...£32.99 

Novastorm.£37.99 

PARODftJS.£35.99 

PGA Golf.£35.99 

Raiden Projeq.£36. W 

Rapid Reload.£37.99 

Ridge 

Road Rash.£35.99 

Shockwave Assault.£35.99 

Starbiade Alpha.£37.99 

Streetfighter the Movie.£32.^ 

Tekken.J^.99 

Theme Park.£35.99 

To Shin Den ..£38.99 

' rue Pinball ..£36.99 

Twisted Metal 

ViEWPOINI "53^22 

Worms .. 

Warhawk "23^22 

Wing Commander 3.u£35.W 

Wipeout..£38.99 


LYNX 


SOLEl... 


SoMC THE Hedgehog... 


...£36.99 

...£14.99 


iNflLAto Conukx Pads (x2).£33.W 

1 r-fw- .£67.99 

.£19.50 
.£32.99 


CH._, 

3DOSMS 

Bauz 




ATAM 
LYNXII>I> 

Batman R«lums..31.^ 

Ikin Adafior RaoommindKLi10.99 


Sonk; 4 Knuckles. 

.£28.99 

Cannon Fodder 

.£19.99 


.071.99 

Ca^ain Quazar 

.£CALl 

Street ^er . 

.£35.99 

Creature Shock _ 

.£CAa 

■Sim ^nMARKs . 

£35.99 

Doim . 

.£CALl 

STBfFinRHTFR 9 . 

.£44.99 

Eleventh Hour .. 

.£32.50 

Syndicate . : 

.£2199 

Fiasl«ack. 

.£19.99 

Thor . 

.£46.99 

Flying Nightmares. 

.£35.99 

ThemeP fliff ... 

^35-00 

Fdfs of Ah 

.£35.99 

Totai Footraii . 

.£39.99 

FIFA Soccer. 

.£36.99 

toUGHMAN BOXBX; . 

.£24.99 

GEX. 

.£29.99 


«.«4£2199 

Hell. 

.£29.99 

VR Tboopfe.s . 

.£38.99 

Killing Time. 

.£35.99 

V*Y11A RaHNO . 

.£39.99 

Lost Eden. 

.£25.99 

Waterworid . 

.£32.99 

Need for Speed. 

.£35.99 

Weapon Lord. 

.£32.99 

Panzer General. 

.£29.99 

CTK 00 

Worms. 

XMtm? 

£35 99 

PGA Golf. 

Po'ed. 


ACCESSORIES 

Action Ripuy 2 - Cheat Cartridge. 


Road Rash. 

.£35.99 

.£36.99 

Saaaurai Shooown. 

Slam N Jam. 

.£32.99 

.£31.99 


Awesome Goif 
A.P.B. 


,..£24.99 


... £15.99 

California Games.£24.99 


Fire, Auto Fire & Slow Motion. £11.99 

Ultm 2in 1 JoYPAD • Works on Megadrive & Snes 
■ 6 BunoN WITH Turbo Fire, 

Auto Fire & Slow Motion . £15.99 

Megamaster Converter . £19.99 

American Japanese Converter . £14.99 


SpAaHuu.. 


Syndicate.. 

Theme Park. 

Way Of the Warrior. 

Wing CoMMANoa 3... 


...£30.99 


...£33.99 

«..JE29.99 


Chip's Challenge. 

.£9.99 

Desert Strike. 

.£19.99 

Dirty Iarry. 

.£16.99 

Double Dragon . 

.£23.99 

Dracula . 

.£24.99 

Hockey. 

Jimmy Connors Tennis. 

Ifmaaings . 

.£10.99 

.£24.99 

.£19.99 

Ms Pacaaan . 

.£16.99 

Paperboy . 

.£15.99 

Pinball Jam . 

.£12.99 

QIX . 

Super Off Road. 

.£9,99 

.£24.99 

Tftrr . 

.£26.99 

Vhqng Chiid. 

World Class Soccer. 

ManyMokAvaumi- 

.£19.99 

.£9.99 

niAHCAUII 


Fade TO Black.£33.99 

FifA'96.£30.99 

Formula 1 Grand Prk 2.£29.99 

Hexen.£CALL 

Indycar Racing.£9.99 

Magic Carpet 2.£32.99 

M£ChWarrier2.£31.99 

Mortal Kombat 2.£22.49 

Mortal Kombat 3.£28.99 

Need for Speed.£32.99 

Phantasmagoria.£36.99 

Space Hulk..*.£10.99 

Star Trek; Next Generation.£33.50 

Syndicate Plus.£9.99 

Theme Park.£24.99 

Transport Tycoon.£19.W 

Ultimate Doom.£19.99 

Ultimate Soccer Manager.£21.99 

Virtua Karts.£31.99 

Wing Commander 4.£39.99 

lOO'S MORE available ■ CALI FOR LATEST LISTS 


FX Convertor. £14.W 

Doom. £49.99 

Fifa Soccer '96.£39.99 

International Superstar Soccer Delu». £46.99 

Jungle Strike.£36.99 

Killer Insting.£49.W 

Mortal IiGdmbat 3.£46.99 

NBA Live '96.£40.99 

NHL Hockey '96.W0.99 

NFL Madden '96.£40.99 

POWERDRIVE .£35.99 

Super Bomberman 3. 

Thome Pak- 

Worms.£36.99 


AtariJaguar + Cybermorph.... 
Alien VS Predator. 

......Xaul FOR Details 

.£114.99 

.£47.99 

Cannon Fodder. 

.£35.99 

Chequered Flag . 

.£39.99 

Doom . 

.£47.99 

Fight For Life . 

.£CAU 

Hover strike . 

.£45.99 

Iron Soldier . 

.£42.99 

Kaslimi Ninla .. 

.£39.99 

POWERDRIVE.. 

Theme Park. 

.£39.99 

.£39.99 

Rayman . 

.£49.99 

Sensible Soccer. 

.£39.99 

Spare Pad. 

.£19.99 

Syndicate . 

.£36.99 

White Men can't Jump. 

.£47.99 

FREf MEMBERSHIP 

All Prices include VAT. 


rj\ FREE MEMBERSHIP! SIMPLY FILL IN YOUR 
ly-l NAME AND ADDRESS ON THE FORM ON THIS 
PAGE AND YOU WILL BECOME A UFETIME 
MEMBER ENTITLED TO HEAVY DISCOUNTS, 
FREE CATALOGUES AND FREE ADVO. 

0 EXTRA FAST DEUVERY, 2-3 WORKING DAYS 
ON STOCK ITE^.jP^ASE j^OW 7 DAYS 


12 

0 


FOR CLEARANCE IF SENDING A CHEQUE. 

ALL ITEMS ORDERED FROM US ARE FULLY 
INSURED AGAINST LOSS OR DAMAGE 

ALL GOODS ARE FULLY GUARANTEED. IF 
ANY ITEM DOESN'T WORK AS IT SHOULD^ 
WE'LL REPLACE IT IMMEDIATELY AT NO COST 
TO YOU. 

lOOO'S OF TITLES AVAILABLE, IF YOU CAN'T 
It/l SEE THE ITEM YOU WANT, PLEASE RING AS 
STOCK ARRIVES DAILY. SOFTWARE AND 
ACCESSORIES AVAILABLE FOR AU 
MACHINES. 

ORDER BY PHONE; FAX 0 POST. 


lOO's of accessories available - E.g. JOYSTICKS, SPEAKERS, SOUND CARPS. Also HARDWARE - PLEASE RING 


Out This order form and post to : 

GAMEPLAY, 513 BRADFORD ROAD, 
BATIEY, W. YORKSHIRE WF17 8LL 



Item 


Machine Price 


ryi UNES OPEN 9AM-8PM MONTRI, 

{•/j 9AM-7PM SAT, 10.30AM4PM SUN. 
ANSWERPHONE ALL OTHER TIMES. 

ORDER BY CREDIT CARD, CHEQUE 
LX POSTAL ORDERS OR CASH (PLEASE SEND 
CASH IN A REGISTERED ENVELOPE FOR 
YOUR OWN PROTECTION. 


0 


Cheque □ 


Fax: . 
Postal Order □ 




£ 



£ 



£ 



£ 



£ 



£ 

Postage is Fill for oil orders shipped within the U.K. p 0 p 

Civerseas postage - £2.50 per software item. Optional 

NEXT DAir DEUVERY available for £4.00. Please order vAT A1 
before 3pin to ensure immediate despatch. | I #%L 

£ 

£ 


Card □ 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE. 


1ST CLASS DELIVERY FREI FOR ORDERS 
SHIPPED WITHIN THE U.K. 

NEH DAY DELIVERY £4.00. 

PLEASE ORDER BEFORE 3PM TO 
ENSURE IMMEDIATE DESPATCH, 


Card Number □□□□□□□□□□□□□□□□□□□ Expiry Date IsaiLNo-DD 


SPRO 12 
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1 Which are your favourite two 
other magazines? 

Many mags ranked among your 
faves, including Amiga Action and 
GamePro (both published by IDG), 
GQ, NMS, CVG, GameFan, 
Gamesworld, Ultimate and Edge. In 
all, over 20 different publications 
were mentioned. Take A Break and 
Fiesta received one vote eachl 


2 What Is the best thing about the 
above mags? 

Reviews - other qualities 
mentioned were tips, previews and 
layout. These did not necessarily 
relate to the above magazines, as 
you liked a broad spectrum of 
mags (see above). 

3 What’s the best thing about this 
supplement? 

Reviews, and the fact it’s about the 
PlayStation. Other replies included 
news, ‘everything’ (cheers), and 
’no inane comments’. 


4 And the worst thing? 

No-one could really agree on this. 
Many of you said ‘nothing’, but 
some were disappointed that it was 
only 36 pages long. The reviews 






being disjointed and the inclusion 
of a 3DO ad(!) also came in for 
some stick. This went in by the 
way, because no PlayStation ads 
were available at such an early 
stage in the machine’s life. 


5 In previews, what’s more 
Important - screenshots or Info? 
Screenshots, but only just. 50 % of 
you went for screenshots, 40% 
chose info, and 10% wanted a 
50/50 split. 


6 Do you care who programs a 
game? Do you want to see their 
picture at the expense of 
screenshots? 

You don’t care who programs 
games! Almost 100% of you think 
screenshots are more important 
than programmers’ pictures. 


7 In reviews, what’s more 
Important - screenshots or 
Information? 

40% of you plumped for info, 30% 
picked screenshots, and 30% went 
for a 50/50 split. 


8 Design-Wise, do we have the 
balance right In this supplement? 

Almost 100% agreement here! Yes, 
we do have the balance right. 


You’re not only very kind, you 
possess sound critical faculties too. 


9 If not, what should we change? 

A couple of you didn’t like the ‘poo 
facts’ in the previews bit, and one 
comedian suggested we should 
change our underpants. 


10 If you wouldn’t buy the 
magazine, why not? 

The majority of you, naturally, 
would buy the mag. A couple of 
dissenters mentioned the 
forthcoming official mag. When you 
see it, ask yourselves ‘why?’ 

All the sunrey respondents were 
male - If there are any chick 
PlayStation fans out there, get In 
touch. The average age was 18.79 
and the range of ages was between 
12 and 321 


CHRISTTlIRS 






who is the sickest, haddest 
extra-terrestrial killer 
of them ^11? 



X-COM Enemy Unknown AVAILABLE NOW for the PlayStation 



Spectrum Holobyte - MicroProse World Wide Web Site: http://www.microprose.com 
and “PlayStation” are trademarks of Sony Computer Entertainment Inc. 
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Freeing all the Electoons Is tricky 
Indeed. At least it was until 
SonyPro decided to compile a i 
guide to the secrets and tac- ^ 
tics best employed if 
you want to get 
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C ollect as many blue tings as 
you can. Not only do they 
give you free lives, they also lead 
the way to hidden cages and 
power-ups. From time to time you 
may see a single ting enticing you 
to jump into the unknown. Go for 
it! You never know what you 
might find. 

You may also hear a strange 
noise that means something spe¬ 
cial has happened. You might not 
always see this gift immediately, 
but it won’t be far away. And don’t 
be afraid to retrace your steps, 
because it could lead to a cage of 
Electoons. 

You won’t be able to get all of 
the Electoon cages within a level 
your first time through. Sometimes 
you will have to get additional 
powers from Betilla the Fairy and 
then go back to find the cages. 

You can only get to Mr Dark’s 
Candy Chateau once you have 
freed all of the Electoons from their 
cages. 

DREAM FOREST WORLD 
Pink Plant Woods 

Jungle Level 1: Just after the red 
flower that bends, if you climb the 
vines and go left, you will find a 
free life. 

Jungle Level 2: Jump on the 
flower at the very left of the 
screen and then jump on the vine 
hanging above it. Grab all of the 
blue tings around the vine and 
then jump over to the platform on 
the right. If you’ve collected ten 
tings the magician will take you to 
the first bonus level. 

You can beat the hunter by hit¬ 
ting him when he lowers his pistol 

Jungle level 3: Betilla the Fairy 
will give you the power to throw 
your fist. Go to the far right side of 
the screen, and jump and knock 


down the purple grape. Jump on 
top of the grape and then jump on 
the platform to exit the level. 

Jungle Level 4: To get special 
powers that are suspended above 
water, find the nearest purple 
grape, knock it down and push it 
with your fist into the water. Once 
the grapes are in the water you 
can jump on them and move 
(carefully!) left and right. Using 
this technique you can find anoth¬ 
er magician at the bottom right 
side of the level. 

Anguish Lagoon 

Jungle Level 5: After the second 
floating platform you’ll see a 
bunch of blue tings. Jump off the 
platform and grab them, they’ll led 
to a cage of Electoons. Be ready to 
duck though, because there’s a 
hunter waiting! 

Jungle level 6: Try to stay in the 
middle of the screen so you can 
see from which direction the mos¬ 
quito is coming. 

The Swamps of Forgetfulness 

Jungle Level 9: Jump up and 
knock Tarayzan's clothes down 
which are stuck on the vine. To 
thank you he will give you a 
magic seed. You can plant the 
seed repeatedly and then jump on 
the plants that grow to advance 
through this level. You cannot, 
however, plant one seed on top of 
another. 

When you reach the exit to this 
level a free life will appear on the 
left side of the screen. Try to get it 
if you have enough time left 
before the water reaches you. 

Jungle Level 10: Knock the purple 
grapes down and they will fall on 
the heads of the enemies. You can 
then walk on these grapes. 

On the second large island you 
will see one of the scavengers and 
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a bunch of Anitoons. 

Don’t use the grope os a 
way of getting rid of the scavenger 
or you’ll miss a cage of Electoons. 
Instead, approach the island from 
the left by water, using another 
grape. Punch all of the Anitoons 
while on top of the grape, then 
knock down the grape that floats 
above the island. Push it to the 
right and into the water. (One way 
to move grapes is to jump on top 
of them, punch in the opposite 
direction you want to move, and 
then duck. When your fist comes 
back it will bump into the grape 
first and push you along.) When 
you arrive at the next island a 
cage will fall from the sky. 

Jungle Level 1 f : Climb up the first 
vine that’s holding up the purple 
grape. Go to the top and then drop 


to grab the tings and a cage will 
appear below. Before exiting this 
level, knock down the grape and 
push it to the left until it falls in 
the water. Jump on it, float to the 
right and you will find another 
cage. 

Going Bock: Once you acquire the 
power to hang and punch, you 
can go back and pick up a few 
more cages. In Jungle Levels 2 & 

3 more cages will become accessi¬ 
ble. 

In Jungle Level 5, get on the 
falling platform at the very top of 
the screen. As you are falling, 
wind up quickly and punch to the 
left to knock down the grape. You 
will fall on a platform with the 
grape. Jump on top of the grape 
and swing over to the left with the 
grapple until you see the cage. 
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down and a cage will appear. In 
order to ride down the hill, knock 
the grape down, jump on top of It, 
punch and then duck down so 
that it moves. Before you get to 
the end of the hill, jump off the 
grape and onto a floating platform. 
Jump over to the right again and 
you’ll find another magician. On 
the right side of the platform with 
the magician you’ll see a blue 
ting. Jump off after it and plat¬ 
forms will appear leading you to 
another cage. 

MosKIto’s Nest 

Jungle Level 12: Climb up and get 
the tings on top of the mushroom 
tree at the beginning of the level. 

A cage will appear on the ground. 
When you see the photographer, 
don’t get off the grape. Stay on 
and it will take you to a cage. The 
tentacle can only be stopped by 
punching it in the mouth. 

Jungle level 13: Climb up the tree 


Then jump down to the mushroom 
tree and another cage will appear. 

In Jungle Level 12, climb the 
vine just after the photographer 
and get rid of the bad guys. You’ll 
find a magician and a little bit fur¬ 
ther some flying hooks that will 
lead to a hidden cage. 

Once you’ve beaten a boss, you 
will not have to fight him again 
when you return to that level. You 
can also exit a level by touching 
the beginning or end of level exit 
sign. 

BAND LAND 
Bongo Hills 

Music Level 2: Advance forward to 
the end of the bongo then retrace 
your steps, jumping over the cloud 
and you will find a free life. Jump 
above the exit panel at the end of 
the level. When you land on the 
left side of the panel a cloud will 
appear off to the right side of the 
screen. Get on the cloud and it 
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music LEUEL: lo 



music LEUEL: 12 


will take you to a cage. 

Music Level 3: Don’t get on the second 
flying maracas, just after the photogra¬ 
pher, right away. Instead, fall beneath 
it and continue going down until you 
find a cage. Retrace your steps. 


Music Level 4 ; Go after the lone power- 
up hanging over the edge and you will 
find a hidden reserve of power-ups, 
tings and a golden fist. 

Music Level 5: When you arrive at the 
first photographer, instead of continuing 













































































forward, jump back on the brown 
spinner and jump over to the plat¬ 
form on the left. Shrink by touch¬ 
ing the fairy, and follow the tings. 
Fall down on to the brown spinner 
and descend until you see the 
notes. Then jump off to the left. 
Take the second ascending cloud 
and you will see a cage. After free¬ 
ing the Electoons, get back on the 
cloud and retrace your steps. 

At the exit, jump over to the 
other side of the panel and fall 
down to the bottom. Go left and 
you will find another cage, retrace 
your steps, and on the far right 
side, jump and a cloud will appear 
to take you to the exit. 

Allegro Presto 

Music Level 7: At the second 
arrow-shaped group of tings, just 
after the false notes (which you 
must get past by ducking), instead 
of continuing down, jump up to 




the ledge on the far left side of the 
screen, then jump over the right 
and you will find a cage. A little 
lower down, just after you see an 
arrow-shaped group of tings point¬ 
ing upwards, pick up a lot of 
speed, and with a big jump you 
will reach another platform where 
there is a hidden cage. 

Music Level 8: Timing is every¬ 
thing when the trumpets blow you 
back and forth. Try to jump early 
enough to reach higher platforms. 
After the photographer, instead of 



descending, climb up the platforms 
to find the free life. 

Music Level 9: Move toward the 
right, jump on the first bongo, and 
then retrace your steps and you 
will find a cage. After the photog¬ 
rapher, jump on the two small 
platforms and then retrace your 
steps. A brown spinner will appear. 
Ride it and it will lead you to a 
cage. Once you’ve reached the 
walking drum, jump off onto one 
of the sliding platforms. You’ll hear 
a noise which means that some¬ 
thing has appeared. Jump back 
left to get to the bonus level. At 
the end of the level you will seem 
stuck because the exit panel is not 
in sight. Jump on the upper slip¬ 
pery platform, and a cloud will 
appear. Jump on the cloud and 
the exit panel will appear. 

Gong Heights 

Music Level 12: Jump on the 
clouds above the first Tibetan and 
a cage will appear near the 
entrance to the level. When you 
see a series of four clouds under¬ 
neath a group of tings, drop down 
beneath the clouds to find another 
cage. 

Mr Sax’s Hullabaloo 

Music Level 14: At the far right 
side of the level you will see a 
cage beneath you that's Inaccessi¬ 
ble for the moment. Take the steps 
going up which will lead you to 
another cage. After your picture is 
taken by the photographer, you 
will begin a long downward slide. 
Pick up a lot of speed (be careful 
to duck underneath the notes), 
and run all the way into the wall 
on the far right side of the level 
(you will see some sparkling 
stars). If you picked up enough 
speed, brown spinning wheels will 
appear upon impact with the wall. 
Ride them up to another cage. You 
can move from left to right on the 
cymbals, but when they start to 
vibrate, move to the middle. It’s 
the only spot to avoid getting 
squashed. The flying hooks will 


lead you to another cage. 

Continue going up and you will 
find a free life. 

Music Levels 15 & 16: Mr Sax 
cannot feel your punches. To beat 
him, punch his false notes back 
into the hole in his horn. 

Going back: Once you get the 
helicopter power at the end of 
Allegro Presto, go back to Bongo 
Hills. In the fourth level (the one 
with the lightning), the helicopter 
wijl allow you to grab a flying 
hook that leads to a cage. 

That should be enough for you 
to be getting on with so we’ll leave 
it there for this issue. Be sure to 
check out SonyPro next month 
when we’ll be uncovering some 
more of Ragman’s many secrets. 
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Map Reading for Beginners 

There are one or two little things that may confuse you 
In our Rayman level maps. If you read this carefully 
though all will be explained so there’ll be no need to 
phone us up saying “your maps are all wrong” now Is 
there. 

All the levels have been mapped with the exception of 
the Betllla the Fairy levels and the showdowns with the 
end of level bosses. These levels follow a fixed couise 
so there’s no real point In us doing them. 

Some events which are normally Invisible In the game 
do appear In these maps for a very good reason. For 
Instance: the start/stop points of the automatic saolls, 
or water going up (symbolised by one or more signs) or 
snowing (snowflakes), or the accelerating of the mos¬ 
quito when he Is running after Rayman (symbolised by 
the mosquito Icon), etc. 

You will understand them easily when you know what 
happens In each level. 

Especially hove a look at the ‘gendoois’: they are sym¬ 
bolised by the standing magician Icon and when 
Rayman passes them they make a new event (an 
enemy, an Electoon cage...) appear somewhere. The 
link between each magician and the event each one 
makes appear hove been drown so you can easily 
understand the effect each one will have. 

DO NOT get mUed up between: 

- the magician’s hat that you can see In the game and 
Is the entrance to a bonus map. 

- the standing magician Icon, that you can not see In 
the game but makes a new event appear In the level 
when Rayman passes on It. 
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Whether you’re left for dead at the 
lights, cut up at comers or simply 
struggling to get some back 
seat action, these are the /I 

words of wisdorn^^^K___/|j 
that will help * 

turn you into 
a veritable p 
driving god 
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'SHoot'! 

Everyone knows 
that to earn 
the eight 
extra cars you 
must clear the 
Galaxian screen 
at the start. That’s 
the theory, but here’s 
how it’s done in 
practice: 

Judge when the aiiens 
are about to appear and fire 
two shots straight up the 
middie of the screen. Then 
move either extreme ieft or 
extreme right and work on that 
side from the outside in, taking 
out the end ones first and so on. 
When one side is clear, move 
underneath the next closest alien 
and work that side from the inside 
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out. The 
last alien 
you shoot should be the 
top (yellow) one from the 
side you chose to attack 
second. Don’t wait for the falling 
missiles, there isn’t time. Try to 
beat them, and if you fail, well 
just reset and go for it again! 

Here at SonyPro we don’t tell you 
how to run your lives; however, #4 
car - the green and 
red striped one - has 
superb grip and 
handling, and is 
second only to the 
blue Galago, 
available when you 
clear the Galaxian 
screen. If you’re a master of control 
then make your own decision on 
a faster car. But number four will 
generally see you right, and we’ll 
assume you’re using that for the 


purposes of 
this guide. 


At the start 
of every race, keep your revs at a 
level Just out of the red. This will 
give you the fastest start and zero 
wheelspin. 

Circuit 1 - It’s possible to keep 
accelerating all around the course, 
EXCEPT for the tight bend after 
the seafront straight when you 
should briefly fay off (no brakes 
needed). Then, as you go around 
the bend, accelerate again to 
fishtail slightly - pressing left on 
the pad - and hammer out of it. 
Circuit 2 - Decelerate as on circuit 
1, plus - if at top speed - at 
chevron bend, at the end of the 
tunnel, and at the wide bend 
before the home straight. 

Circuit 3 -As circuit 2. Full 
acceleration into extended track 
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Circuit 8! - The 
stomping ground 
of the near 
mythicai and 
demonic Biack 
Car, against 
which you and 
just one other 
competitor race. 
The #13 Black 
Car is a beast of 
monstrous power 
which parks up 
during races oniy to sweep by 
moments later - and you have no 
way of knowing either when or 
from where it will pass. And 
certainly no chance of catching it 
up. Beat it, and you get to race in 
it and sample its general 
awesome- er... -ness. 

To win this race you have to be 
in first position on the third and 
final lap. You won't be overtaken 
on a bend, so along the straights 
you need to weave about like a 
drunken nob (maintaining your 
speed and avoiding any crashes!) 
to prevent Blackie from taking 
you. If you're capable of 
controlling one of the faster cars 
you might find it slightly less 
tricky. Easy, yeah...? 

Do 

Ridge Racer is 
one of those rare 
racing games 
where it actually 
pays to use the 
brakes. If you 
choose to drive a 
car with wild 
acceleration, then 
avoiding tubbing 
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and throughout it, except brake at 
first and fourth chevron bends 
(Both right handers). 

Circuit 4 - As circuit 3. Because of 
increased speed, decelerate at the 
bend leading onto the seafront. 
Circuit 5 (First backward track) - 
Keep on the inside of the other 
cars on the early bends. It's tight 
but you'll save time and avoid 
crashes. Brake slightly only 
towards the end, at the bottom of 
the steep hill which is a tight 
bend. If you're really good then 
you can skid right round it! 

Circuit 6 - If you've won every 
race up to this point then you're 
obviously no sad bast, so we 
reckon you've probably got the 
gist of things by now. Except for... 


the walls and other cars is less 
important, as you'll be up to speed 
much more quickly. 

Look out for the choppers which 
occasionally hover low enough to 
hit your car and slow you down. 

Also, again unusually, the best 
perspective is that of first-person. 
In fact, playing from behind the 
car is pretty close to dreadful. 

Be careful - if you're a friendless 
virgin - not to spend too much 
time checking out the chick at the 
start of each race, because 
1: You'll start the race late, 

2: She isn't real and she doesn't 
fancy you, and 

3: It'll drop off if you don't leave it 
well alone. 

As you can play your own 
music CD's during Ridge Racer, 
we suggest the Tender Moments 
compilation, featuring such artists 
as Jennifer Rush, Roger Whittaker 
and Slim Whitman, and a 
haunting electric guitar solo from 
one Hank Marvin. 
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Okay then, when we left Rincewind 
last issue, he’d just acquired 
himself a very nice little gate 
pass. Reckon it's time he 
used it? Think 


slacking? So 


apprentice. 

Leave the 

University and go to 
the Square. Enter the 
Psychotrickerist’s 
again and talk to the 
troll. When the old 
biddy behind the 
desk informs you it's 
your turn you’ll head 
off up the stairs to 
finally meet the Psychotrickerlst 
himself. Watch the lengthy cut 


scene and then take the ink blots 
he shows you before leaving. 

Go in again and talk to the 
delightful maid to get a note and 
leave again. Take a doughnut from 
Dibbler and give it to the 
Dunnyman. Then go and talk to 
the Street Starfish who is, bizarrely 
enough, in the street, but, even 
more bizarrely, is not a starfish or 
indeed even remotely fish-llke In 
any way. 

Head off to the street and give 
the barber the note that you got 


G o through L-Space (remember 
L-space? It’s In the library. Go 
through the white doorl) then 
head for the dining room. Use the 
drumstick on the gong (to get 
everyone rushing to the dining 
room because they think it's time 
for dinner) and get the prunes 
from the bench outside the 
University which has 
now been vacated by 
the irksome 


from the maid. When he 
goes all starry-eyed and 
runs off, use the 
apparatus on the hapless 
and unsuspecting patient 
in the chair to extract his 
gold tooth. Go to the city 
gate then open the crate 
to get a keg and some 
fireworks. Give Carrot the 
Guard the gate pass and 
you will then be free to 
roam outside the 
confines of Ankh Morpork. 

Do so and head towards the 
Dark Woods. Along the way 
collect the Cockatrice feather and 
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while his trousers are 
embarrassingly around his ankles. 

After your sides have stopped 
aching from laughing at this 
‘hilarious’ example of toilet 
humour, go to the Palace. 

Use an inkblot on the guard so 
that he will let you enter. Talk to 
the peasant and then use the 
garbage can with the oh-so 
annoying fool. (He’s possibly the 
funniest character in the whole 
game. If there’s one part where it’s 
worth sitting through the 
ridiculous amounts of dialogue 
included in Discworld it’s probably 
when Jon Pertwee’s excellent 
court jester persona is involved.) 

Use the bubble bath with the 
bath (surprisingly enough) then 
get the cap with the gold bell on 
it. Once more you shouid head 
back to the Unseen University, go 
into the library and enter L-Space. 

Leave the University and 
venture into the ShadesI Go right 
until you find a house, and go into 
it. It soon becomes obvious that 
this is a house of ill repute, a place 
where the ladies of the night are 


egg (following the cut scene at the 
top of the mountain) and continue 
on walking until you come to 
Nanny Ogg’s house (she of the 
famous song ‘A Wizard’s Staff has 
a Knob at the End’ for fans of the 
books). Go inside and fill the pot 
you collected earlier with custard 
from the cauldron which is 
bubbling away over the fire. Leave 
the cottage and head towards the 
Edge of the World. When you 


consequences 
and allows you 
to relieve him of 
his belt buckle 


arrive, the first thing you 
should do is click on the 
coconut tree and 
use the 
butterfly net 
to skilfully 
catch the 
succulent 
fruit that 
falls to 
earth as 
a result 

of your actions. All 
that lovely milk and 
er... coconut that is trapped 
inside is just too much for 
Rincewind to bear, and the next 
thing you should do is use the 
screwdriver you got in the 
dragon’s cave to prise it open. 

From the Edge of the World you 
can also take the lamp. 

Leave this unpleasant location 
and head back to the more 
familiar surroundings of Ankh 
Morpork. Go and see the 
Fishmonger again (on the street in 
case you’ve forgotten) and use the 
string to capture the octopus. 

Put the eight-legged beast and 
the custard into the Ounny can 
and then 
exchange the 
prunes for the 
fishmonger’s 
Caviar. This 
leads to obvious 
lavatorial 
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often to be found. TolK to Big Sal 
(you must have read the graffiti by 
the Dunny) and ask for her 
special (Wahey!). Give her the 
egg, the coconut and cornflower 



to get some yellow bloomers. Go 
back through L-Space once again. 

Sadly, due to space restrictions, 
we’ll have to leave it there for this 
issue - a great deal earlier than 
we would have really intended. 

Does Rincewind finally rid Ankh 
Morpork of the fearsome dragon? 

Will he at last manage to gain 
the respect and admiration he 
(possibly) deserves from his peers 
and betters at the University? 

Can he get his end away with 
Big Sal in the Shades? 



All these questions and many, 
many more will be answered in 
the very next issue of SonyPro. 
Don’t go away. Unless, that is, 
you want to miss out! 
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Simply choose from the 
menu of amazing Game 
Busting cheats...Just look 
at some of the games 


•6 forward, M^“***»" 
,S«l*c»AU 

IlhesKret JutraMnO l| 0 $n 
Stiect any world. Mus 


Allows you to select the extra " hidden"characters, this includes^ Kunimitsu^/ Armor king™, PJock™, 
Kumo™, Heihochi™, Lee™, Wong™, Anno™ and Ganryu™. 

Moving the selector to the right, post Michelle™, will display the new characters. 

EACH CARTRIDGE CONTAINS 14 OTHER GREAT CHEATS LIKE THISI 


With this amaxing game save cart 
you can save your game and restart 
with saved game. 

Save up to 15 different scenarios. 


CALL 

^ 01782 744707^ 
and we will ship your 
\^fder same day*^^ 




PLAYSTATION 


ACTION REPLAY GIVES YOU THE 
POWER TO PLAY YOUR FAVOURITE GAME 
TO LEVELS YOU NEVER KNEW EXISTED. 




EACH ACTION REPLAY 
CARTRIDGE C0NTAIN6 
5ET50FCHEAT5F0R 
THET0PPLAY5TATI0N 
GAME5... FURTHER 
VOLUMES OF ACTION. 
REPLAYTOCOME! 


EXAMPLE CHEAT 

TEKKEN^-^ by NAMCO 


EXTRA LONG CORD 
8 FIRE BUnONS 
SLOW MOTION 
AUTO FIRE 


GOVAN ROAD, 
FENTON INDUSTRIAL ESTATE, 
FENTON, STOKE-ON-TRENT, 
ST4 2RS, ENGLAND 
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Van Damme and Kylie Minogue 
transfbnned the fictional game 
characters into fictional 
movie characters so 
what we have 
here is the 
game of the 
movie of the 
game 




Kuchuu-Tatsumaki 
Senpukyaku 
4 # ^ + kick 



Cannon Spike 
^ % + kick 

Spiral Arrow 

^ + kick 

Laser Edge Slicer 

# ♦ % # + punch + kick 

Cross Scissors Pressure 

# -I- % ^ + punch (while 
jumping) + kick 

Fatal Leg Twister 

# ^ + punch 

Axel Spin Knuckle 
^ ^ + punch 

Super Combo- spin Drive Smasher 

# % ^ + kick 



Nataotoshi-Geri 
^ % -I + kick 

Osotomawashi-Geri 
^ ^ ^ + kick 

Kamaharai-Geri 
♦ % ^ + kick 

Inazumakakato-Wari 
Hold kick 

Super Combo- Syoryu Reppa 
4 % + punch 

'Bison 

Double knee press 
Hold ^ *4 + kick 
Head Press 


hold ♦ ♦ + kick 

Somersault Sky Diver 

Hold # i' + kick, then punch to 

hit opponent. 

Super Combo- Knee Press 
Nightmare 

Hold ^ ^ ^ + kick 

Buite 

Super Combo- Double Somersault 
Kick 

Hold # % # # + kick 
SAGAT 

Tiger Knee Crusher 
^ + kick 

Super Combo- Tiger Genocide 
♦ % ^ -I- % + punch 

Baimg 

Buffalo Head Butt-best used 
against air attacks 
Hold ♦ "t + punch 

Dash Grand Straight 
Hold ^ + punch 

Dash Grand Upper 
Hold ^ + kick 

Super Combo- Crazy Buffalo 
Hold ^ ^ ^ ^ + punch 

Bitun 'Ll 

Spinning Bird Kick 
Hold ^ ^ + kick 

Kiko-Ken 


A fter years at the forefront of the beat’em-up genre 
Street Fighter appeared in the movie theatres around 
the globe. Whether it was any good or not is a different 
matter as nobody here has forked out their readies and 
seen it. 

Whereas Street Fighter II had animated characters on 
every format, The Movie (game that is, not the movie) is 
crammed with digitised fighters. This makes it all look like 
that other scrapping ’classic' Mortal Kombat. 

All of the characters included keep their special moves 



from earlier console versions plus a couple of new ones 
and although they look 
different due to their digi¬ 
tised movie forms, to all 
intents and purposes It's 
the same game. 

Where The Movie differs 
from previous outings Is 
that It Is possible to play 
in Movie Mode which 
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Hold ^ ^ + punch 
Hyakuretsu Kick 
kick (repeatediy) 


Super Combo-Senretsu Kyaku 
Hoid ^ ^ ^ + kick 

lifo#vcf«7 

Super Zutsuki 
Hoid ^ ^ + punch 


Super Hyokukon Otoshi 
Hoid ♦ t + kick 
Super Combo- Onimuso 



Hold 4" # ^ ^ + punch 
Super fireball 

Press ^ I# ♦ % ^ + punch 
for 0 

Super Combo- Shinku Hodoken 
■I ^ + punch 

'S€M^nr€M€ia 

Sowodo Special 

Input one after the other without 
pausing 

♦ % ^ + kick (1st) 

^ + kick (2nd) 

^ # + kick (3rd) 

Super Combo- Kamikaze Banzai 
^ + punch 

XawagjSef 

Atomic Suplex 

Roll thumb around the 0 pad once 
and hit kick when close to the 
enemy. This will use the opponent 
as a pogo stick, smashing them 
headfirst into the ground. 

Punishing Flattener 
^ % -I- + punch 

Super Combo- Final Atomic Buster 
Roll thumb twice around the D 
pad in a circle and then tap 
punch. 

VEGA 

Rolling Crystal Flash 
Hold ^ ^ + punch 

Sky High Claw 

Hold -1^ + punch and after 

jumping hit punch. This is an 


attack far too quick to avoid. 
Izuna Drop 

Hold 4 "t + kick and then 
^ ^ + punch after jumping. 

Scarlet Terror 
Hold # ^ + kick 

Super Combo- Rolling Izuna Drop 
Hold # % # # + kick, then 
punch when close to enemy after 
jumping. 

Vt€wntm 

Backstep Rolling Attack 
Hold ^ ^ + kick 
Super Combo- Ground Shave 



Rolling 

Hold 4" ^ ^ + punch 

Machine Gun Uppercut 
Hold "t + punch (repeatedly) 

Double Rolling Sabbat 
Hold ^ ^ + kick 

Super Combo- Sabbat Carnival 
Hold ^ ^ ^ + kick 


a 

ai 

IH 


Cl 

d 

N 

d 



gives you. Guile, 50 minutes to defeat every fighter and 
save the hostages held by Bison to prevent the govern¬ 
ment forking out billions of dollars in ransom money. 
Each bout will be preceeded by a small video footage 
from the film. What this does for the game itself is not 
made clear, maybe it’s to get people renting the video. 
Just one problem, there's no sound on the footage so 
it's basically a waste of time. 

Other than this it still contains the vs mode which is 
what everybody played SF for in the first place. It’s just 



a shame It’s a bit slow to 
when you play. Perhaps 
the boat’s been pushed 
out a little too far this 
time. 

Unsurprisingly Street 
Fighter - The Movie will 
be a huge hit and for this 

reason we’ve compiled a comprehensive guide with 
hints and tips to ensure you’re unbeatable. 


“Coicne! Guile, the p^r-eni 
dead! ine for the raasoc; ts 
almost here. 
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Congf’aiula^ion^! YouVe 

PfOW reached 4he preview ?ec4-iOff. I4V only 
20 page^ l-o 4he ^ub^criplrion page?, where 
you can have 12 i??ue? for only £12S each. 

Qe44ing back, to 4he 

preview 4hang- here ? where you 

gel- 4-0 ?ee which relea?e? are going 4-0 
Make 4he headline? - or prove 4-0 be dirl- - 

in 4he near future 





Elec4rorfic Ai’4-?' special 

In the wake of the Sony/Sony Interactive 
Europe near-monopoly on PlayStation games 
comes the EA software assault 


lib 

FiredrOfM 

Core Design’s Thunderhawk dominated the 
Mega 32X market. The sequel hopes to do the 
same in the PlayStation arena 










Tokl NBA ’96 

Far more involved than any basketball 
game that's ever been seen before. It’s 
not that playable yet, but it looks 
stunning. Jules Burt, development 
manager, takes you through it 




Power ^erve 

The Japanese version of this was a bit 
rank, so Ocean is doing its best to make 
it playable 


Hi-Oc4ar(e 

One of the predominant theories 
held by software publishers is, 
‘What’s good enough for the PC is 
good enough for the PlayStation’ 


Johnny Ba:^ooka4orfe/ 
World Cup GfOlf 

It’s a double-edged attack on the 
PlayStation market by US Gold - a 
crazy platform game with a ream 
soundtrack, and a blandish golf game 
with no treat music to speak of, really 


Ac4ua Soccer 

Although Chris Woods and Andy 
Sinton may not be the ‘world 
beaters’ they once were, they look 
alright as motion video captured 
blokes on a simulated footy pitch 


^helkhock 

Not the world-renowned New 
Order song, but a tank-battly 
thong for the nineties. A bit like 
Cyberspeed is it then, eh? Is it? 








Electronic Arts is a giant on just about 
everv video ganrie Format Hnown.^ so %^hen 
it throws its considerable weight behind 
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FIFA Soccer 

U nless you’ve been living on 
another planet for the last few 
years, you'll know all about FIFA 
Soccer and its earlier incarnations. 
Well, possibly the most popular 
footy game of all time is now 
coming to the PlayStation, and it’s 
being totally revamped in 
preparation. 

The PlayStation 
football game 
market is already 
cut-throat, but with 
features such as CD 
quality crowd chants 
and sound 
effects in 
Dolby 
Surround 
Sound 
(unique to 
the 

individual 
teams - 

Brazil’s fans pound 
a throbbing rhythm 
from their drums, 
whereas European 
fans prefer a good 


chant or 
two), 
multiple 
camera 
angles to 
take you 
right into the 
action, full 
play by play 
match 

commentary by the legendary 

Motson, over 300 teams, 
and the ability to create your 
own dream sides, it’s a safe bet 
that FIFA ’96 will come out on top. 

It should be available around the 
turn of the year, just as the 
Premier League season is 
starting to hot up. 


FCA Tour 
COIF 

A lso from EA Sports 
comes arguably the 
best golfing 
Sim ever 
seen. The PGA Tour series has 
been going on for years now 
and is firmly entrenched in the 
hearts of many as their 
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favourite game. Well, unless 
you’ve got o PC, the strides that 
hove been mode since the original 
Mega Drive game appeared are 
going to blow your mind. 
Photo-realistic golfers, including 
real pros such as Fuzzy Zoeller, 
Tom Kite and Craig Stadler are 
there, not just to give you some 
tough competition, but also to 
provide help and advice on the 
trickier holes. 

Giant leaps forward have been 
made in terms of the graphics, and 
the extra power of the 32-bit 
system has been harnessed to the 
full, creating the best looking, 
most realistic golf game you'll 
have seen, and indeed, can hope 
to see in the near future. 

Other exciting features include 
digitised golfer swings (photo¬ 
realistic), four different types of 
play - Stroke, Skins, Matchplay 
and Tournament - user 
controllable real-time fly-by of the 
holes, and a unique Arc Target 
aiming system. 

Golf fans will no doubt already 
be beside themselves with 



excitement, and even non golfers 
will probably be tempted by the 
delightfulness of the screenshots. 
The official UK release of PGA Tour 
Golf '96 should be soon, but 
imported versions are already 
available (see elsewhere in this 
issue for a review). 

Macfcfen MFL '96 

T his is the one that most people 
will be waiting for. Madden 
fans are going to be in for an 
absolute treat, as this 32-bit 
incarnation of the gridiron classic 
looks absolutely stunning. 

The previous games in the series 
lived or died on their playability, 
and although the same will be true 
to some extent with Madden '96. 


there’s no doubt that with graphics 
like this, it’s going to be an 
absolute smash. 

EAs Virtual Stadium technology 
is utilised, giving the player a 
choice of angle from which to view 
the on-field action. The game will 
also feature real NFL players in the 
graphics and animations, motion 
captured for added realism. 

Madden '96 contains all 30 NFL 
teams, including the new 
franchises of Jacksonville and 
Carolina, along with rendered fly¬ 
bys of each stadium. John Madden 
provides the commentary, and he’s 
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more usual 
brand of 
gamer. 


joined in the play-by-play box by 
his old mate and Fox TV colleague, 
Pat Summerall. There are also two 
other Fox commentators 'pitch 
side’, giving team reports and 
injury updates. 

Sounds good eh? EA reckons 
we’ll see it before Christmas. 

noat> nasn 

A nother long time console 
favourite is also soon to hit the 
PlayStation. Road Rash is kicking 
and punching its way along the 
highways of America and looking 
fitter and leaner than ever. 

EA claims this is the first title to 
integrate motion picture 
technology with other mainstream 
entertainment formats; in this case 
video games and alternative rock 
music videos. 

Featuring six ’hot’ alternative 
music bands: Soundgarden, Paw, 
Swervedriver, Therapy?, 

Monster Magnet and 
Hammerbox, EA is hoping to 
attract the long haired 
sweat brigade as well as the 


Gameplay remains essentially 
the same, with the goal being to 
win the race by any means 
necessary, including kicking and 
punching your way to victory and 
using weapons that you acquire 
along the way. Win a race, win 
some money, upgrade your bike, 
win more races etc. 

Road Rash is a very simple 
concept, but a very effective one 
nonetheless, and it will 
undoubtedly swell the Electronic 
Arts coffers when it’s released 
before Christmas. 

Focre To Bfocfc 

C ausing a storm on the 
the moment is the nigniy 
acclaimed sequel to Flashback, 
Fade to Black. Unfortunately this 
one is a fair way from completion, 
(release September ’96), but it’ll 
definitely be worth the wait. 


Developed by French company 
Delphine, Fade to Black uses a 
completely new 30 engine and 
has a rich and deep storyline that's 
guaranteed to engross the player 
from beginning to end. 

The much vaunted new game 
engine creates a complete 3D 
world in which there are three 
types of 30 objects, namely static 
texture mapped backgrounds, 
dynamic 3D interactive objects, 
and 30 characters. 

Combined they are quite 
amazing, and Conrad’s plight really 
does grip the player and draw him 
or her into the game. 

Set in the future (2190 to be 
precise), Conrad has awoken from 
cryogenic sleep to find he has 
been captured and imprisoned by 
his arch enemies from the first 
game, the Morphs. You’ll have to 
wait until the third quarter of next 
year to rescue him, but rest 
assured, he won’t be going 
anywhere in the mean time. 


Sfireeffest 

I f you’re into sports 
and indeed, all 
things wintery, then 
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Shredfest is for you. If we were to 
soy that it’s on action-packed, 
high speed, siopestyle snowboard 
racing game, wouid you get the 
picture? Well it is. 

You can discover the art of 
snowboarding and find fame and 
fortune as an expert ‘boarder 
without having to resort to a real 
job. Again the game features rock 
music and videos throughout, to 
entertain the four players as they 
compete in four different events 
(two time based and two trick 
based) in eight different locations 
around the world. 

You can choose a male or 
female character to represent you 
(no sexism here thankyou very 
much), and must win races to 
build up money (as in Road Rash). 

Shredfest is looking interesting 
to say the least, and if you can 
hang on until spring of next year, 
there’ll be some ‘radical’ action 
coming your way! 


TSmG €romm€tn€to 

A nimated action adventure is 
how Time Commando is billed. 
It’s the latest game from the team 
which was responsible for the PC 
smash. The Little Big Adventure. 


That was a fine game, and Time 
Commando is looking equally as 
good, even at this early stage. 

Set far into the future when light 
speed is the limiting factor as far 
as increasing the power of micro 
processors Is concerned, the only 
solution is to 
locate the 
computer 
core in 
another 
dimension 
where time 
will pass 
faster. You 
play an 
improbable 
hero - a quite 
ordinary 
computer 
repairman with only a limited 
passion for body building. 

An accident in the core occurs, 
and seeing as you’re the only 
person around qualified to sort the 
mess out, you have to travel 
through time and space and shut 
everything down before the 
unthinkable happens. 

Out in February of next year. 
Time Commando Is a fine example 
of what EA has in store. 
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Wtiat's the fascinetion with helicopters? 
Loved by ftambo and Noel Edmonds, hated 
by fUihe Smith and Sarah Greene, they're 
such emotive machines that core Design's 
producing a game all about them 



rotor 



N ovember 1993 saw the 

release of Thunderhawk on 
the Sega Mega-CD. It went 
on to sell an incredible 70,000 
units throughout 
Europe. The 
installed user 
base of 

Mega-CO at the 
time was 
around 90,000, 
meaning that 


nearly 80% of all Mega-CD 
owners bought Core’s helicopter 
arcade-styie shoot’em-up. 

For its time, the 3D scaling 

techniques 
were 

startlingly 
good, with 
Thunderhawk 
being one of 
the first 
games to 
feature such 
technology. 
Two years on, 
and Core is 
aiming to create the same sort of 
success with the PlayStation 
follow-up - Firestorm: 
Thunderhawk 2. 

Marc Avory was team leader on 
the original Thunderhawk, and is 
Firestorm’s lead programmer. He 
says: In Firestorm: Thunderhawk 
2, we’re pushing the new games 
machines to their absolute limits. 
This game's going to be faster 




cHmsTrims 


than anything you’ve seen - and 
anything you’re ilkeiy to see for a 
very long time, on any of the next 
generation formats. 

The original Thunderhawk set a 
technological precedent for the 
Sega Mega-CD and it looks as if 
its sequel. Firestorm: Thunderhawk 
2, will have a similar effect on 3D 
graphics on PC CD-Rom, Sega 
Saturn and, most importantly, the 
Sony PlayStation. 

Thunderhawk’s playability will 
be enhanced, with Firestorm using 
a ‘virtual’ cockpit. From here, the 
player can view the combat area 
through 180 degrees, making for 
intense, addictive gameplay. 

Dateline: 1999. Potential 
flashpoint situations in all parts of 
the world have increased to such 
an extent that NATO has been 
forced to establish a rapid 
response, helicopter task force to 
combat them. Its codename: 
Firestorm. As Firestorm One, the 
lead pilot of this elite force, you 






















must be on 24- 
hour standby, 
ready to fly your 
AH-73M 
Thunderhawk 
attack helicopter 
on a variety of 
highly dangerous 
missions across 
the globe. 

There are 30 
missions to 
master, the overall 
objective being to complete every 
mission in each campaign. All the 
vehicles are polygon generated, 
there are multiple view angles - 
from inside and outside the 
helicopter - in-game speech, and 
a dramatic Intro sequence. 

Duck down so you don’t get 
your head severed by next month’s 
copter-tastic review. 
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A direct conversion from the 
PC version, Hi-Octane 
intends to deliver a level of 
speed and graphical excellence to 
surpass anything the PlayStation 
has so far offered in the race 
genre. Hi-Octane has been pro¬ 
grammed using the Magic Carpet 
game engine, so the racing crafts 
float much like the carpet does, 
except a damn sight quicker. 

Six vehicles have been created 
for selection. They are differentiat¬ 
ed between by their looks, size, 
weaponry, handling and accelera¬ 
tion. Not surprisingly, the small 
‘uns are fast, but the larger craft 
boast a more powerful arsenal. 

Set in the 21st Century, it’s a 
drive to the death - it's no good 
being a quick pacifist. To succeed 
in Hi-Octane, you need to combine 
shooting skills with daredevil dri¬ 
ving. The PlayStation version 
sticks with the scenarios that 
proved successful on the PC, 
namely cityscapes, urban waste¬ 
land and open deserts. Racing 
















techniques and arsenal selection 
need to be spot on to survive the 
rigours of the varied locations 
you’ll encounter. 

The armoured cars available 
wouldn’t look out of place in any 
of the Mad Max movies, although 
their amazing speed and day-glo 
colours would render them incon¬ 
gruous. Hi-Octane is Bullfrog’s first 
attempt at a true arcade-style 
racer, but Its previous track record 
(see Bullfrog’s Former Glories) 
bodes well for this release. 

On the PC, Hi-Octane was pro¬ 
duced primarily as a networked 
challenge, and it seems that the 
PlayStation will follow in its smok¬ 
ing skidmarks, except with a few 
important differences. For example, 
the version created for Sony’s 32- 
bit wonder console features a split¬ 
screen two-player mode - as seen 
in Lotus (Amiga) and Mario Kart 
(SNES). 

There’s also an eight-player ‘hot 
seat’ extravaganza in which up to 
eight competitors can race against 
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each other on a turn basis. Clone 
racing allows players to effectively 
race against themselves to try and 
improve upon their previously set 
lap records (this option was first 
seen in the ubiquitous Mario Kart, 
incidentally). Finally, Death Match 
lets players configure the number 
of lives they have, thus making the 
game more of a combat thang 
than a race. 

Major software house Electronic 
Arts will be releasing Hi-Octane on 
the PlayStation. That fact alone 
points towards the game being a 
success when it hits the shelves. 
IDG Media’s PC Home gave the 
game a favourable 80% rating for 
the PC version. It’s going to be nice 
to see a PC to PlayStation conver¬ 
sion that isn’t merely the PC game 
with a few hi-res or full motion 
video cut scenes tacked onto it - a 
disturbing trend that’s already 
symptomatic of too many 
PlayStation releases. 

Without giving too much away 
before Hi-Octane is reviewed next 


issue, a few words about the 
sound must be muttered. Russell 
Shaw is the guy behind the atmos¬ 
pheric soundtrack and ear-splitting 
explosion and gun fire spot effects 
which should blow away most of 
the disappointing PlayStation 
efforts to date. 
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FREE EDIBLE 
WORMS and a 

Free SLAB of 


PiAysifliioii’ 


DON’T Eg 

(EAT HIM) ^ 
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We’re all going worm crazy in the run-tip to previews and tips! Out on sale November 23 


Christmas here at GamePro HQ. Our December though is Issue 5, featuring the crazy antics of 


issue comes complete with a top free of charge Team 17’s Worms, plus a whopping portion of 


edible tequila worm sucker, along with exclusive totally free meat produce. Peperami to be 


reviews of Earthworm Jim 2, an insight into what precise. So what are you waiting for? Get down 


Sega has got up its sleeves, plus hundreds of to the newsagents and reserve your copy now! 

















American Playstation 
£289 with demo 

Stepdown Transformer & Scart Conv^sion 

wiiPioyT 0 iiSTiiiCTiii ii 
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Scart Leads £20 Games £16-£59 
9am - 8pm 7 days a week. Same day/Next day delivery available 

SKILL ACADEMY ^ 

PO Box 5913, Ealing, London W13 9ZX J 


WILD CONSOLES 

SPECIALIST mPORTERS 

Tel: 01908 640162 Fax: 01908 379049 Mobile: 0850 994372 


IMPORT SOHY PLAYSTATION 

2 JOYPADS Pnly £299 

SCART LEAD mm 

11 ov STEPDOWN (with Canto £135) 

Only Import PSX gives you full screen, full speed, 
plays UK, US & Japanese 

Silvers. £Call Game Doctor 7. £Call 

H.K. Game Adapter .£Call 
S.W.C. DX32M (95) £Call 
Smart Bros 32M. £Cail 

SPECIAL OFFER 

U.S. Goldstar 3DO, I Joypad, Stepdown Transformer, SCART Box, 3 Games, 

Only £t40 only 2 left 


Memory Card . 

lovDads . 

. £21 

.£20 

J^f K . 

Link Cable. 

. £25 

Extender Lead . 

.£7 


Latest PSX Games Available. 
Please Call. 


Visions 



Playstation and Saturn Game Rental 
Only £1.00 per day! 

★ LARGE SELECTION OF NEW RELEASES AND BACK CATALOGUE ★ 
★ UK AND IMPORT ALWAYS AVAILABLE ★ 

★ Part Exchange specialists. 

★ Large numbers of new and second 
hand games in stock. 

★ Saturn Convertors only £24.99. 

Ring our Tel/Fax Games Hotline 
(7 days) for details. 

Visions, 728 King Lane 
Leeds LS17 7BA 




„ . . 

us PLAYSTATION £CALL j 


GAME CRAZY 


Destruction Derby 

PGA Golf r 

Theme Park 

Actua Soccer 

Wipeout 

FIFA ‘96 

Tel^en 

Loaded 

Discworid 

Striker 


Dark Stalkers 

Bio Hazard 

Street Fighter 

Carnaged Heart 

Alpha 

Salamander 2 

Horned Owl 

Twin B Deluxe 

GAMES FROM £35 

Tel: 0131 

554 3017 

Soft Bank, 51 

Lochend Road, 

Edinburgh EH6 8DQ 


Riblole Crescent, Bletchley, Milton Keynes MK3 7QF 
Open Pam - 7.30pm 7 days a week_ 


SCOTLAND’S BEST 
FOR PSX 


101902160 40 90 



PLAYSTATION CD’S 

• = NEW ITEM 


3 DECATHLON •.32.99 

3D LEMMINGS .37.99 

ACTUAGOLF* .39.99 

ACTUA SOCCER* .39.99 

AGILE WARRIOR .32.99 

AIR COMBAT .37.99 

ASSAULT RIGS .37.99 

BATTLE ARENA TOSHINDEN .37.99 

CYBER SLED.37.99 

DESTRUCTION DERBY .39.99 

DISCWORLD .37.99 

EXTREME SPORTS .37.99 

FIFA SOCCER 96 • .34.99 


HI-OCTANE* .34.99 

JOHN MADDEN 96 • 34.99 

JUMPING FLASH .37.99 

Kl LEAK TH E BLOOD .37.99 

KRAZYIVAN .37.99 

LOADED* .39.99 

LONE SOLDIER .34.99 

MORTAL KOMBAT 3 .41.99 

NHL ICE HOCKEY 96 * 34.99 

NOVASTORM .37.99 

PGA TOUR GOLF .36.99 

PGA TOUR GOLF 96 *.34.99 

PHILOSOMO .37.99 

PSYCHIC DETECTIVE .36.99 

RAPID RELOAD .37.99 

RAYMAN* .34.99 


RIDGE RACER .39.99 

ROAD RASH * 34.99 

SHOCKWAVE ASSAULT * 34.99 

STARBLADE ALPHA .37.99 

STREETFIGHTER - THE MOVIE *.32.99 

STRIKER 96 *.35.99 

TEKKEN .39.99 

THEME PARK .36.99 

TILT .32.99 

TOTAL ECLIPSE TURBO.33.99 

TWISTED METAL .37.99 

VIEWPOINT* .34.99 

WARHAWK .37.99 

WING COMMANDER 3 36.99 

WIPEOUT .39.99 

X-COM * 29.99 



SONY PLAYSTATION 
CONSOLE 

WITH PLAYABLE DEMO CD 
FEATURING: DESTRUCTION 
DERBY, WIPE OUT, LOADED, 

BATTLE ARENA TOSHINDEN 
AND TOTAL NBA 96 
AND ONE SONY CONTROLLER 
AND FREE PROGRAMMABLE 
8 BUTTON CONTROLLER 
AND FREE FAST DELIVERY 
CD BASED CONSOLE WITH A DEDICATED 32 BIT RISC CPU, 16.8 MILLION 
COLOUR PALLETTE, POLYGON SPECIALISED HARDWARE, STEREO 
SOUND. FHOTO AND MUSIC CD COMPATIBLE. COMPLETE WITH RF LEAD 


WHEN YOU JOIN 

Buy any item at the same time as pining or renewing for 
one year and we’ll give you 

GUYYER 1 Animated Action 

MANGA VIDEO (Rated 15, VHS tape) 

OR 

SUPERMODEL KELLY 

Top quality laminated MOUSE MAT 

ABSOLUTELY FREE 

Simply state your choice as you order. Overseas members add £2 carriage. 
Existing member can renew early to take advantage of these offers and we’ll 
just add 12 months to your current expiry date. 




PLAYSTATION JOYPADS 

FIRE INFRA-RED JOYPAD SYSTEM ... 32.99 

FOR SONY PLAYSTATION. INCLUDES 
2 JOYPADS AND A RECEIVER BOX WITH A 
RECEPTION RANGE OF UP TO 18 METRES. 

8 WAY DIRECTIONAL MOVEMENT AND TURBO 
FIRE LOW POWER CONSUMPTION FOR 
LONGER BATTERY LIFE. REQUIRES 4 X AAA 
BATTERIES (NOT INCLUDED) r 

G-FORCE COMMANDER SUPER JOYPAD ... 16.99 

FOR SONY PLAYSTATION. NEW 8 FIRE BUTTON 
DESIGN, 6 INDIVIDUAL AUTO AND TURBO FIRE 
SELECTORS. 8 WAY DIRECTIONAL CONTROL PAD 
AND 6 FOOT LONG CABLE • 

PS PROPAD CONTROLLER ... 19.99 
FOR PLAYSTATION. 8 BUTTON PROGRAMMABLE 
CONTROLLER WITH AUTO FIRE 
AND SLOW MOTION 

SONY CONTROLLER .. .29.99 
FOR PLAYSTATION 
SONY MOUSE FOR 
PLAYSTATION ...29.99 
COMPLETE WITH DESIGNER 
MOUSE MAT 

PLAYSTATION PERIPHERALS 




LINK CABLE FOR 
PLAYSTATION 

ALLOWS TWO PLAYERS, 
EACH WITH THEIR OWN 
PLAYSTATION AND TV TO 
PLAY WITH OR AGAINST 
EACH OTHER. CONNECTS 
VIA REAR SERIAL PORT 


SCART LEAD 

PLAYSTATION TO SCART 
TV (COMPOSITE OUTPUT) .. .9.9£ 

SONY SMART CARD 

FOR PLAYSTATION ALLOWS YOU 

TO SAVE AND LOAD 

GAME DATA.24.9S 


























































































































































li/oods never comes out For crosses end 
Sinton's eli/veys injured, but they looH 
greet i/vitb tbe help oF Interective n/iotion 
Technology. CbecK out Gremlin's letest 
Forey into the i/vorld oF Footy 




G remlin’s three Premier 

Manager games on the PC 
and Amiga are widely 
acknowledged as the best football 
management simulations in recent 
years. The PlayStation, however, 
is better suited to fast, arcade-styie 
action, and not endless screens of 
stats. Therefore Gremlin, to its 
credit, is intent on creating a 
mind-blowing PiayStation footbail 
game for the next generation. 

Ever since Aston Villa last won 
the league, video gamers have 
been crying out for a football 
game that combines both realism 
and gamepiay in just the right 
proportions. They’re dangerous 
things, football simulations. The 
utterly playable Sensible Soccer - 
on the Amiga - was about as 
realistic as Graham Taylor’s team 
selection, whereas World Cup USA 
‘94 looked the part, but didn’t 
have gamepiay to match. 

Sheffield-based Gremlin called 
upon the services of local players, 
Wednesday’s Andy Sinton and 
Chris Woods, and an Interactive 



Motion Technology process was 
applied to their movements. The 
story goes that the two players 
believed they were turning up to 
open something or present 
awards. Little did they know that 
they were hired to dive around 
and do pretend tackles while 
being watched by Gremlin’s 
in-house developers! 

What happens is that the person 
undergoing Interactive Motion 
Technology goes into a little 
purple-walled studio. Golf ball-like 
censors are placed on his joints. 
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and as they move around, this 
information is transferred, via 
video, onto a computer. The 
deveiopment team can then create 
wire-frame footballers upon which 
they can build realistic bodies 
which move around just like the 
reai gadgies! 

Developed in the US, at a cost of 
over a quarter of a million pounds, 
the Motion Analysis System can 
be used to recreate movements of 
any person - or animal - Gremlin 
fancy. The realism is, frankiy, 
scary. If the gamepiay in the 
boxed version is anything iike as 
stunning as the effect achieved by 
the use of Interactive Motion 
Technology, Actua Soccer will be 
the most playable and realistic - 
therefore best - footy release on 
any video game format in history. 

The version we have here at 
SonyPro is the one which was on 
show at September’s ECTS. 
Therefore it would be unfair to 
pass any sort of judgement at this 
stage. The ref, for example, wears 
number 12, all the players look as 


if they’re wearing headbands, and 
you can run through the net at 
both ends and do a lap of honour 
if you so wish. Whichever end you 
score at your team always 
celebrates at the same goal, and 
the goalkeepers are still rubbish - 
worse even than Woods! 

But despite these faults, it still 
looks and plays better than most 
footy games on the market now. 
The benchmark for PlayStation 
footy is currently Striker ’96 (see 
reviews section), but Actua Soccer 
has the potential to charge straight 
to the top of the ieague. 
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Core Design, in its i^isdom, hes come up 
i/vith tneir letest blest'em up end its First 


ttiis is one big muthe oF e Fighting 
e>cperience. Apperently 
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version. 

You must begin your tour of 
duty to prove you're worthy of 
joining this bunch of do-gooders. 
Sheilshock quite understandabiy is 
a shoot’em-up and if the early ver¬ 
sion we’ve seen is anything to go 
by it's going to be a killer. 

Thankfully, although Shellshock 
is viewed in a first person perspec¬ 
tive, it’s no Doom cione due to the 
fact you’re snugly tucked up inside 
your own tank. You view the area 
through the sights of your cannon 
and can iook around from your 


A mercenary unit operating 
out of Jackson Isiand, New 
York known as 'Da Wardenz’ 
fight for Justice throughout the 
worid after being the only surviving 
members of a Speciai Forces unit 
destroyed when US Intelligence 
deemed them expendable. 

If this all sounds a little like an 
A-Team scenario it’s only the story¬ 
line which recalls that fine 80’s TV 
show, there’s certainiy no souped 
up black vans or 'Howling Mad’ 
Murdochs contained in the final 


hostages and if there’s more you 
can send for the helicopter which 
wiil pick up other hostages and 
take them away to safety. 

The enemy can and will do his 
utmost to prevent you succeeding 
your mission and has pienty of 
firepower with which to do it. You 
must iearn to distinguish between 
the many tanks they have as 
some of them wiil be much more 
powerful than others. Not to men¬ 
tion the mine fields they will have 
laid to hinder your progress. And 
the air attacks they may inflict. 
Basically you must be prepared for 
attack from any side as there wiil 
be no respite. 


tank’s turret. 

As you’d expect 

the further you _ 

progress the more 
chance you will have to upgrade 
your tank’s armour, performance 
and armament. These will assist 
you on tougher missions assuming 
you make it this far. 

What seems to be the norm for 
PiayStation releases thus far is 
they’ve got a small animated intro 
which is purely for show but sets 
its stall and gives you a small brief 
on what’s involved. Shellshock is 
no different. 

Your battlegrounds will also vary 
from the forests in Mostvia Vatska 
to Jungles and urban settings. They 
will all have their own mission 
directives and it’s up to you to see 
them through successfully, you 
may get some assistance on occa¬ 
sion in the form of air support. This 
can be in two forms. 

One is simiiar to a 
smart bomb where 
all other enemies 
will be wiped from 
the screen. The 
other assistance air 
support can bring is 
when you are rescu¬ 
ing captives. Your 
tank can only hold 
three of the 


USELESS FACT 

ShellsitocH isn't a 
regular occurence 
outsi€le of a war- 
xone, as no shells 
tenn to go off 


Supply crates 
can be snatched 
from the ground 
during battie 
and you will be 
paid in fuli for 
what you take 
back to head¬ 
quarters with you. 

Your entire mission stats will be 
displayed when you reach HQ 
once again, shot accuracy, targets 
destroyed and which Mission 
Objectives you’ve achieved. 

Core seem to have produced a 
complete package at this stage 
incorporating all aspects which 
make for a challenging and enjoy¬ 
able experience in every depart¬ 
ment. This should sort out the men 
from the boys. 
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Total NOA '96 is to be tbe First ff>lay9tation 
game to come out oF Sony's London 


development oFFice. Development manager 
Jules Durt tells Sonyf>ro all about tbe 
latest sporting simulation sensation 


TtotoffK Otter 



Y our development team’s 
ail-BrItlsh, but basketball Is 
an American sport. How do 
you know about rules and stuff? 

Patrick Kinnucane’s contracted to 
be our consultant. His enthusiasm 
for the game and the sport and 
wanting to get involved meant we 
picked him up immediately. He 
coached a college team in the 
States. The level of detail he goes 
into in the stats and things like that 
is really high. 


He just watches over the whole 
team. Every couple of days we get 
this report from him (shows us a 
four-page fax with loads of points 
on, in minute detail). We need this, 
because we aren’t necessarily the 
right people to do the sport to the 
nth degree. 

He picked up on the rendered 
intro - he knows the two guys we 
featured and said it should be 
changed. He picks up bugs (like 
Renfield out of Dracula, arf arO and 
makes gameplay 
suggestions. He just 
wants to be able to 
pick it up and work 
with it. 


How many players 
are there In Total NBA 
’ 96 ? 

There’s a full set of 12 
players in each squad. 
They’re actually taken 
from the ’96 line-up. 
We’re hoping that by 
October 3 we’ll 
actually have the final 


line-up - providing there aren’t any 
deaths or anything like that. The 
NBA season starts, I think, in 
November. 

There’s about three companies 
that have the NBA licence - 
Acclaim with its two-on-two 
product NBA Jam (reviewed by 
Paul this issue). Electronic Arts 
with NBA live, and our product. 

We got in there not just because 
we’re Sony but because we’re 
going to have a great product for 
the PlayStation. Plus, we showed 
them (the NBA) some early stuff 
back in January and they were 
really impressed. To create realistic 
movements, we motion video 
captured a guy called Dan Mead. 
He was left-handed, but our team 
managed to create right-handed 
players as well. 

Where’s the emphasis placed - 
aeotlng an accurate simulation or 
a gameplay-fest? 

Ultimately we would like to do 
both. This is a simulation product, 1 
can’t get away from that. It isn’t in 
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direct competition with NBA Jam. 
We do feei, however, that it’s up to 
people iike you to decide that it is 
as piayable as NBA Jam once you 
get to understand the game, the 
rules and things. We (the seven- 
man development team) play it 
with all the simulation aspects on 
anyway. Because of the fluidity of 
the animation and the coolness of 
it, it plays bloody well. 

How long has It token compared to 
previous projects? 

This is the first PlayStation product 
I've worked on - it’s been pretty 
good actually. When the whole 
team was assembled it was the 
first week in February. There had 
been some earlier work done on 
prototyping and scripting before 
that. We’re still obviously getting 
things like library changes and , 
stuff in Japanese, but they’re pretty 
good in support levels too. / 
Fortunately we’re dealing with a 
game most people can j 
comprehend. It wasn’t a game that 
needed hours and hours and days 


and days of scripting. It’s quite a 
rigidly defined sport. 

So, in some respects, it was a 
good product to start on. It was 
quick development... although 
we’re not there yet! 

We’ve got quite a tight 
development team of seven people. 
You don’t necessarily get 100% of 
people’s manpower though, you 
can get management problems. 

I’ve only been here a year, most 
people here have been here 
slightly longer than me - up to 18 
months and slightly longer. This 
actual department was only really 
started 18 months ago. Initially 
there were only 15 people in one 
corner of the building. 

Will this be the first In a series of 
PlayStation sports games from the 
Sony stable? 

We’re in a situation where we want 
to produce very technically 
innovative products for the 
PlayStation and inspire third party 
publishers, which ultimately is our 
main business. When EA sees this 


product and when Acclaim sees it, 
people like that, we want them to 
go away and say, ‘hey this really 
is possible’. Let’s go away and 
change our engines to work on the 
PlayStation. They have a more 
difficult job because they have to 
think about other platforms at the 
same time. 

The technology’s there to do 
football, basketball or any other 
sports title. Or fighting game! 

How high profile Is Total NBA ’96 
going to be? 

Sony is going to do something 
different from the rest because it’s 
the first internal product from 
Europe. It’s also one of the very few 
SCE produced titles. 

If people want to buy sports 
product, this is going to be one of 
the first to be available. 
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T he SNES and Mega Drive 
both boast excellent tennis 
games - Smash Tennis and 
Pete Sampras Tennis respectively. 
The PlayStation, so far, has none, 
and Ocean is looking to release 
the first serve and volley 
extravaganza for the 32-bit age. 

A conversion from a Japanese 
PlayStation game, the emphasis is 
on creating a realistic-looking 
simulation without losing the 
power and speed that's 
synonymous with modern tennis. 
The version SonyPro looked at 
featured eight caricatures of 
modern day tennis stars, with Lee 
replacing Michael Chang, Legacy 
replacing Andre Agassi, and 
Guriffis replacing Steffi Graf. 

Ocean, however, assures us that 
the rather cheesy names and faces 
will be changed In time for 
submission to Sony. 

It’s got something to do with the 
fact that the caricatures are a bit 
too spot-on, and a lawsuit from 
the players In question would 
probably go down like a lead 



balloon at Sony headquarters. 
Legacy, for example, has a 
headband and garish gear, 
whereas Guriffis sports a short 
skirt and a pony tail. 

Power Serve can be viewed 
from several different perspectives, 
although it has to be said that at 
this stage of the conversion 
process, there is only one view 
that’s really suited to the rigours of 
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serious competition. It’s the angle 
that’s favoured for the Wimbiedon 
TV crew by the way - slightly 
elevated, looking from one 
baseline to the other. 

The alternative view angies all 
look superb, but make gameplay 
awkward, as it’s difficult to time 
shots when you’re never exactly 
certain where the bali - and your 
player - is meant to be. 


At present, you need to 
play with pixei-perfect 
accuracy to be any sort of 
contender. More often than 
not the bali whisties past 
you, and the post-match 
stats tend to reveai a 90%- 
plus first service success 
rate, which, of course, just 
isn’t on. 

Having said ali that, after 
half an hour’s gameplay, 
when you get the hang of 
how your player reacts to 
moving around the court, 
your timing and positionai 
piay do improve. 

So maybe the high ievel 
of accuracy needed might not be 
such a bad thing after all. And 
anyway, it’s very realistic in terms 
of facing a pro who’s constantly 
blasting the ball past you. 

Three surfaces - grass, hard and 
clay - give the bail varying 
degrees of bounce, and you must 
change your tactics accordingly. 
The stadium which provides the 
backdrop for each match bears 


more than 


a passing 
resemblance to Paris’ French Open 
venue, Roland Garros. 

Little touches, such as the odd 
scurrying run which precedes 
reaching a weli-piaced return, give 
Power Serve a feeiing of realism 
which no tennis game has thus far 
managed to re-create. 

The piayers’ ceiebrations, 
however, ieave a iot to be desired 
for the moment. They look more 
like Kraftwerk with arthritis than 
super-fit professional tennis stars. 
(Pete Sampras’ efforts are 
particularly cringeworthy). 

Power Serve’s doubies option is 
pretty playabie - any combo of 
CPU and human player is 
possible. Anyone who can survive 
the computer’s constant pounding 
array of shots and amazing 
around-the-court athleticism and 
agility is a true champion. 

Watch out for the next issue of 
SonyPro where we’ll be serving 
you a tasty tennis treat with a 
review of Ocean’s Power Serve. 
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J ohnny Bazookatone is one of 
the most hyped PlayStation 
games of the year. The name 
alone immediately draws attention 
- he’s a self-styled coolster who 
models himself on the king of rock • 
‘n’ roll himself. 

Johnny goes further than merely 
impersonating Elvis at sparsely 
populated working men's clubs, 
however. His guitar shoots bullets 
faster than an Uzi, and when the 
Vegas casino chips are down, can 
destroy everything around him 
with a single almighty strum. 

Sporting a floppy purple quiff, 
Johnny B is the invention of the 
Walsall-based Arc development 
team. An idea that had been 
floating around for two years is 
finally coming to fruition. The 
simple reason for this is that the 
PlayStation is the first machine 
capable of doing justice to a game 
that looks set to become the first 
PlayStation platformer to 
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challenge UbiSoft’s Rayman. 

Johnny B has been created to 
be everything Sonic wasn’t. Cool, 
streetwise and a great lover of 
music. A Blues Brother for the next 
generation, lots of time and effort 
has gone into his game’s 
soundtrack. A mixture of tinny 
techno and junk jazz, it’s one of 
the best musical accompaniments 
yet heard on the PlayStation. 

Undergoing stringent game 
testing at the moment, a lot of the 
levels are still flawed 
gameplay-wise, but look every bit 
as impressive as the likes of 
Rayman and the SNES’s finest- 
by-mlles Donkey Kong Country. 
Over 20 massive levels will be up 
for play when the final version hits 
the shelves in time for Christmas. 

US Gold is spreading its 
PlayStation wares around 
this Christmas. Not 
content with having 
a bash at the 
platform market, it’s hav¬ 
ing a do at the sporting 
Sim arena with World Cup Golf. 


Only moderately 
successful on the 
PC, eyebrows 
were raised when 
news broke that a 
PlayStation 
version was in 
development. 

Thankfully, World Cup Golf isn’t a 
direct conversion of the PC game, 
and several playability problems 
have been ironed out. This gives it 
an instant, slightly more arcadey 
feel, and you’re not bogged down 
with countless menu screens. 

World Cup Golf’s courses are 
pre-rendered, so they’re smoother 
and not pixellated like PGA Tour 
Golf (reviewed this issue), and 
could give Electronic Arts’ flagship 
sports Sim a good walk spoilt for its 
money. There are 16 tournament 
modes to pick from, and four real 
life courses to play on, including 
Runaway Bay in Jamaica, Hyatt 
Dorado Beach in Puerto Rico, and 
Mission Hills in Thaiiand. 

US Goid’s products will no doubt 
grace the PlayStation market in 
months to come. Full reviews of 
Johnny B and World Cup Golf will 
appear in next month’s SonyPro. 


Clvts was any 9oocf at solfi anti 

solfars are rubbish at Elvis impersonations. 
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nigh on impossible to remove the 
letters and try again, so my 
attempt at switching ‘Sunderland’ 
to ‘Shaun Elliott’ soon became a 
sticky-fingered nightmare. 

Scoop’s free gift, however, was 
far more user-friendly. It was a 
huge (at least it seemed that way 
when 1 was nine years old) plastic 
badge in the shape of an old- 
fashioned brown leather football. 
In the middle was a clip-on clear 
plastic disc. Behind it you could 
put a picture of any footballer you 
liked (a few were supplied if 1 
remember rightly), and run around 
proudly in the playground 
knowing that if you didn’t have 
the skills of Kenny Dalglish, you 
could at least wear a badge with 
his face on. 

The point I’m trying to make, 
albeit in a rather round the houses 
manner, is that although the 
cover gifts initially attracted me 
to the mags, 1 only stayed 
loyal to one of them - 
namely good old Roy Of 
The Rovers - and that 
was the one with the 
vastly inferior freebie. 
Earlier today 1 was reeling 
off names of stories and 
characters - 1 could even 
remember some of the plots for 
goodness sake. 


Double density 
disks cost a lot less 
than you'd think 


About 


-17 yoors 090 - two 

magazines made a big impact on 
me. The first was Roy Of The 
Rovers, the second was Scoop, 
and both had free gifts on the 
front. One mag was to become 
part of my life, whereas details of 
the other I can now only vaguely 
remember. 

The first edition of Roy Of The 
Rovers (why did I throw it away?) 
had a free laminated paper 
football supporter’s rosette 
complete with a load of sticky 
letters. The idea was, you could 
spell the name of your favourite 
footballer, or team, or even a rude 
word if you were daring enough. 

After carefully sticking 
one name on, it was 



There was Tommy’s Troubles; a 
young lad who was brilliant at 
football but always ‘got into right 
lumber’ at school, and was forever 
involved in a battle of wits with 
school bullies Waller and Swate. 
Simon’s Secret was about a boy 
who had a faulty bionic leg but 
wasn’t allowed to tell anyone. The 
Hard Man featured the Desperate 
Dan of the football pitch, Johnny 
Dexter, and his weird, bald foreign 
manager, Viktor Boskovic. 

Most bizarre of all, however, was 
The Footballer Who Wouldn’t Stay 
Dead, which saw a promising 
youngster coached by a ghost 
who was struck by lightning at the 
same spot as his protege. I could 
go on... 

Of Scoop, however, I remember 
very little. There was a story 
entitled This Goalkeeper’s Got 
Guts, about a ’keeper who used to 
play on with six broken ribs, and 
Stark, a strip about a mercenary 
footballer. 

So why did I stick with Roy Of 
The Rovers? Easy. Because it was 
a brilliant read. It wouldn’t have 
mattered if every other comic 
available had freebies on them - 
and believe me, a lot of them did 
- I’d have stayed loyal to ROTR. 

So what do you think? You 
obviously didn’t buy this edition of 
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SonyPro for the cover gift, 
because there isn’t one! 

Looking around the 
newsstands today, the 
freebies just aren’t as inventive 
as the cover gifts of old. Gone 
are the days of pseudo-silver rings 
with tiny stickers, 
plastic space spinners 
and sturdy secret 
agent code wheel 
things. The current 
trend seems to be 
supplements, or 
books, or posters. 

Why? Because 
they’re cheap to do. 

Extras such as 
tapes, CDs and 

demo disks ali have high perceived 
value, but you’d be 
surprised how 


relatively cheap they are to 
produce, particularly if a party with 
vested interests comes in to share 
the cost. 

It’s SonyPro’s policy to give you 
honest and informed opinions on 
the world of the PlayStation, and if 
there’s a chance for a bit of a laugh 
along the way, we’ll take it. All of 
us - from the writers and 
designers right through 
to the advertising 


Street Fighter 2 
bedgee — free I 


sales team - are 
dedicated to 
producing a 
high quality 
magazine 
that you’ll be 
proud to own 

and use for future reference. As 
you know, there is no demo CD on 
the cover. We don’t want to have to 
rely on gimmicks to sell it. 

Britain’s best selling mags, which 
range from freebie-less women’s 
mag Take A Break (it sells over a 
million and a half every week), 
to freebie-less What’s On TV 
(which sells even more!) 
prove that they’re bought for 


Dooke and glue. For eafe 
children eueryiuhere 



what’s inside. In other words, never 
judge a magazine by the present 
on the cover. 

It’s up to you to 
decide whether all you 
want from a magazine 
is a free gift. 

Remember, the 
chances are it isn’t 
strictly free at all (the 
cover price of most 
mags is set at a level 
where the cost of any 
extra promotional 
material is 

automatically passed onto the 
consumer, ie you). 

Do magazines still sell on their 
own merit? You tell us. Write to 
Forum, SonyPro, at the Freepost 
address at the back of the mag. 


Good 

old 

Rocky 
Race. 
He'e the 
beet 


You’ve now entered the area where 
you can have your say. Write to us 
now with anything vaguely 
PlayStation related. If you don’t 
have anything PlayStation related 
to say, write to us anyway, and if 
it’s interesting or funny in any way, 
we’ll print it. What the heck... 
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Ir ~^ Dear SonyPro 

Firstly, may I congratulate you on 
the SonyPro magazine supplement: 
it's looking fantastic and 1 wish you 
well with its continuing success. 

Well, as you will be aware by now, 
enclosed in this rather exciting 
package is a free copy of 
PlayStation Frenzy, a fanzine that 1 
have recently written. 

If, for some reason, you actually 
enjoyed reading Frenzy, then 1 
would be exceedingly appreciative if 
you could mention it in a future 
issue of SonyPro. 1 know that as a 
general rule, console mags don’t do 
fanzines, but a brief mention may be 
helpful, if extremely unlikely. 

I appreciate your tight schedule, 
and understand if you are too busy 
to reply personally to this letter. 
Thank you for taking time to read 
this, and good luck in the future! 
David Hodgson, Stockport 


more than 9/10, but another where 
the best game only scores seven. 

This isn’t a fair way of doing it. 

Point 6 - While we’re on the subject, 
score games out of 100 rather than 
10. It offers more scope. 

Point 7 - If GamePro are right (and 1 
don’t think they are), why aren’t YOU 
only using one big final score? 

Point 8 - GamePro is £2.50 for 164 
pages. SonyPro is £2.95 for 148 
pages. Why? Is there to be a cover 
disc? Even though I don’t think that 
a covermounted CO necessarily 
makes a magazine better, there will 
be lots of new PSX owners used to 
owning cartridge machines who will 
lap up the chance to sample demos 
for a few quid. 

Point 9 - To make your mag stand 
out 1 think you should use in-game 
graphics on the cover. Because PSX 
can produce great visuals, it will look 
good. Try not to clutter up the cover 


Game of the Month. If, alternatively, 
one month threw up a big steaming 
pile of crud, we just wouldn’t 
nominate a Game of the Month. 
Both scenarios are, however, 
extremely unlikely. 

Points 6 & 7 - The percentage 
marking system is antiquated. 

After all, what makes one 
game only one 
percentage mark 
better than another? 

A mark out of 10 is 
all games need - 
it’s still obvious 
whether games 
are good or bad. It 
doesn’t hurt to 
read the reviews in 
full either, instead of 
just going straight for 
the mark. 

Point 8 - SonyPro has 
cost a lot more than 



Casual punte 
wtiat 


Dear SonyPro 

I thought 1 would give you a little 
feedback on your taster issue (a 36- 
page supplement given away with 
GamePro). 1 know there was a 
questionnaire, but as you’re a new 
magazine, 1 know this letter will be 
read anyway. 

Point 1 - As the PSX costs £300, 
most owners will be adults, but the 
magazine doesn’t appear to be 
catering for them. Don’t fall into the 
Ultimate Future Games trap of 
throwing loads of screenshots in for 
kids to look at. 

Point 2 - The font used for WipeOut 
on the cover (amongst other things) 
is interesting but messy. They don’t 
tie-in with the ‘clean’ look of the 
magazine. 

Point 3 - The icons used to 
represent all the sections are good, 
except the ‘review’ one with the 
head in. It looks poor. 

Point 4 - The same goes for the 
pictures of the reviewers at the 
beginning of the reviews. 

Point 5 - Don’t have a Game of the 
Month. You might have an issue 
where half a dozen games score 


with lots of writing as well. 

Point 10 - 1 will be buying the 
magazine so don’t worry - it’s good! 
Thanks for listening to what I hope 
is constructive criticism. 

Ben Isaacs, Cardiff 

SonyPro replies; 

Point 1 - Adults will buy the 
PlayStation, but console history 
suggests that the bulk of them will 
be buying it for their teenage sons, 
if it’s proved otherwise, then we’ll 
change the style of the mag where 
necessary. 

Point 2 - The ‘messy’ font used for 
WipeOut (it’s called Free Oom by the 
way) is there to provide a contrast to 
the ’clean’ pages. It’s also a font that 
hasn’t been used by a console 
games magazine before. 

Points 3 8i 4 - The icons are all from 
the same set - using others would 
spoil SonyPro’s continuity. As for the 
reviewer’s icons, who wants to see 
what we look like anyway? 

Point 5 - If there came a time when 
there was absolutely nothing to 
choose between two or more 
games, we’d have more than one 


GamePro to set up - GamePro was 
already up and running in America 
before the British version came out. 
The paper quality of SonyPro is 
higher (and therefore more 
expensive) than that of GamePro 
too. We won’t be covermounting a 
CD (see Forum feature), at least for 
the time being. 

Point 9 - Extensive research has 
proven that magazines with lots of 
coverlines tend to sell better than 
those with a few - particularly new 
ones. Casual punters need to know 
what a mag’s all about before they’ll 
even go near it. 

Point 10 - Thanks for the 
constructive criticism, Ben. We look 
forward to hearing what you think 
about this issue. 

Dear SonyPro 

1 find your magazine average across 
the board. Just as people constantly 
slag next gen games for being too 
16-bitty and not building on the 
genre, you too are just a 16-bit mag 
with 32-bit articles. Sony is 
marketing its machine at people 
with a fair amount of disposable 
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Income, so take as many with you 
as possible. Don’t sell your mag 
short just to appeal to a younger 
readership. 

Your cover started off fine. ‘What’s 
this?’ I thought. But when you get 
inside, it’s a bit shabby. I’m ail for 
cyber design and 
deconstructionist 
typography, but I feel it 
is a bit half-hearted. 
Look at American 
style mags Raygun 
and Bikini for 
inspiration. They 
have design which 
is sometimes more 
stimulating than 
the content of 
articles, and this 
creativity would go 
hand in hand with a 
PlayStation magazine. 

It’s such an exciting area to 



both writing style and design. We 
were all, not least our art editor, 
delighted to hear the mention of 
Raygun and Bikini, as we regularly 
read them all, as well as the likes 
of Hypno, KGB and G-Spot. There 
are unlimited design possibilities 
for us to explore, and we won’t be 
afraid of doing just that. 

SonyPro will always listen to and 
learn from our readers’ opinions - 
something you won’t be able to 
rely on from other publications. 
Thanks for having your say in such 
a forthright manner. Grant. You’d 
be appalled at the number of 
sycophants out there! 

Dear SonyPro 

These SAPS (Society Against 
PlayStation) adverts are just so 
shit. The PlayStation is the best 
and it is really cool to own. But 
will potential buyers know this 


totally destroying the original 
game in the process. 

The first time I played Galaxians 
in the arcade with my mates, I fell 
in love with it. The same can be 
said of Phoenix, R-Type. Space 
Invaders and Breakout, just to 
name a few. 

Don’t get me wrong, WipeOut on 
the PlayStation is a stunning 
game, both to look at and to play, 
and it shows just how far we have 
come in a few years, but where 
the hell is Flashback? On the 
Amiga it was a flag to be waved. 
And can you imagine Galaxians 
on the PlayStation? What I am 
trying to say is that these games 
are where we came from. 
Galaxians is a game in its own 
right, and on the PlayStation could 
be an arcade-perfect conversion. • 
To add to it would destroy the 
game, because that’s not what it’s 
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read about and I would like the 
style to echo this. 

So sorry to sound like a windbag, 
but I would love to be in such a 
cool position as you and your 
fellow workers, and I feel that you 
have the potential to be something 
very special, not just another 
games mag. Anyway, I will buy 
your mag whether you listen to me 
or not, as will most gamers. 

Thanks for the opportunity to have 
a say, and I wish you all luck for 
the future. 

Grant Slater, Famborough 

SonyPro replies.- 
It’s difficult to ascertain exactly 
what readers want from a 
magazine - particularly at such an 
early stage in the PlayStation’s 
(and this mag’s) life. This reply is 
being written before the 
PlayStation has even been 
launched in Britain. Of course, this 
means it’s a very exciting and 
experimental time for us, and the 
mag will undergo constant fine 
tuning to establish it as a 
respected publication in terms of 


from these bloody adverts? They 
don’t give the PlayStation the 
justice it deserves. If Sony spent 
half a billion dollars or something 
like that on a top machine like the 
PlayStation, then they should 
have thought out a bloody 
catching advert. 

Paul Fleck, Gillingham 

SonyPro replies: 

It just goes to show that unofficial 
’vehicles’ such as SonyPro are 
often better at promoting the 
PlayStation than the makers 
themselves. 

Dear SonyPro 

My very first computer was a ZX 
Specky. Since then I have owned 
an Atari 2600, an Amiga, a Neo 
Geo, a Mega Drive, a SNES, a 
3DO, another Amiga (for Kick Off), 
and now a Sony PS. 

Over all the years and systems, I 
have played some classic games. 
But now, as I have upgraded to a 
better system, I have either been 
unable to find these games, or 
worse, they have been jazzed up. 


about. And what do we get? One 
level banged on the front of Ridge 
Racer. There seems to be a 
pompousness in the software 
houses not to go back in time, or if 
they do, to tinker with old games. 
What all the people want is 
arcade-perfect games, old or new. 
Mortal Kombat on the Mega Drive 
or SNES was far from this. But 
these two systems could both have 
had some arcade-perfect games on 
them. To show how bad it’s got, I 
went to a Sega World the other 
day to find only fighting, car racing 
or flying games in it, and nothing 
else in sight. 

When I went to my local arcade in 
my youth, there would be at least 
20 games, all quite different, from 
Tron to Puz-nic. So let’s dig some 
of them up for old time’s sake, 
because I am quite sure Battlezone 
would give the new generation of 
gamers a run for their money. 

Tes, Birmingham 

SonyPro replies: 

A dozen or so ‘olde’ games on one 
PlayStation CD would be great. 
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Game of the month! 
The best multi-player 
gome without the 
need for a multi-tap. 
Pure strategy, top 
fun and superfly 
gameplay 


Actua Soccer - footy 
game using digitised 
Chris Woods and Andy 
Sinton - Gremiin 
Adrenaline Factor - 
cyberpunk 

strategy/shoot’em-up 
Aeon Flux - action game 
set in pressurised 
environment - Viacom 
Aftershock - Strategic 
heiicopter shoot’em-up - 
Eiite 

Agile Warrior - modern 
military combat 
simulation - Virgin 
Air Combat 22 - good- 
looking shoot’em-up - 
Namco 

Allen Alliance - a load of 
extra-terrestrials get 
together - Virgin 
Allen Virus - adventure 
set in a spacestation 
Alone In the Dark 3 - 
sharp shooting and 
sharp sleuthing - 
Infogrames 
Alpine Racer - skiing 
simulation - Namco 


Assault Rigs - tron with 
posh graphics - 
Psygnosis 

Ballblazer - sports game 
on an artificial asteroid - 
Acclaim 

Batman Forever - movie 
tie-in platformer - 
Acclaim 

Bio Hazard - futuristic 
germ warfare - Capcom 
Blades Of Rage - flight 
sim/shoot’em-up - 
Ocean 

Blazing Dragons - fiery 
mythological creatures, 
but no knights - Crystal 
Dynamics 

Casper - film licence of 
ghost comedy- Interplay 
Costlevanla - The 
Bloodletting - all-new 
dracula epic - Konami 
Championship Pool II - 
updated Pool game - 
Mindscape 

Cool Spot 3 (Spot Goes 
To Hollywood - Red pill 
grows arms and legs - 
Virgin 

Cosmic Race - fast but 
too hard to control - 
Neorex 

Creature Shock - scary 
monsters and super 
creeps - (developed by) 
Interactive Studios 
Cyberla - enhanced ver¬ 
sion search & destroy 
set in Russia - Interplay 
Cybersled (SP1, 5/10) 
battlezone for the 
nineties - Namco 
D - successful Jap horror 
RPG - Acclaim 
D&D Tower Of Doom - 
hot translation of fantasy 
role playing arcader - 
Capcom 

DarkNet - students 


sucked into the Net are 
transformed into virtual 
cyber beings - ASC 
Dark Seed II - grim 
graphic rpg/adventure - 
Cyberdreams 
Darkstalkers - tolkien 
style versus beat’em-up 
- Capcom 

DefCon 5 - staving off a 
massive attack on a 
spaceship - Millennium 
Destruction Derby (SP1 
G.O.M, 9/10) driving 
smash’em-up that plays 
better than Daytona - 
Psygnosis 

Descent - enhanced 
version of Doom-style 
game - Interplay 
DImm & Witt - 
butt-kicking action in a 
3D cartoon world - PF 
Magic 

Dbcworld (SPI, 7/10) 
tolkien mickey-taker 
pratchett gets a PSX 
game - Psygnosis 
Dragon's Lair 11 - linear 
tap-tap-press knightly 
adventure - Readysoft 
Ectosphere - spooky 
goings-on based on 
Clive Barker novel - 
Virgin 

ESPN Extreme Games - 

‘modern’ sports racing 
with roller blades, skate¬ 
boards etc - Sony 
Exector - poor man’s 
Loaded - Japan 
Extreme Power - assault 
suits and transformer- 
style planes - Profile 
FIFA Soccer 96- 
updated popular footy 
game - EA 

Flro & Mawd - hilarious 
rpg with a cat in it - 
(developed by) 


Interactive 
Studios 
4x4 Gear 
'n' Guts - 
off-road 
racing - 
ASC 

Fox Hunt - 

interactive 
movie game > 

- Capcom 

Frank Thomas Big Hurt 
Baseball - baseball sim 
using real human bone 
movements - Acclaim 
Freelancer 2120 - 
strategic cyberpunk 
action in realistic power- 
packed adventure - ASC 
G-Pollce - 3D futuristic 
rozzer sim - Psygnosis 
Gex - gecko lizard 
swiping tail to music in 
platform scnario - 
Crystal Dynamics 
The Great Game - spy 
adventures with real 
actors - Activision 
Gunners Heaven - 
standard 

platform/shoot’em-up - 
Sony 

Harbinger - action game 

using live action video - 

Mindscape 

Hard War - aren’t all 

wars fairly hard? - 

Gremlin 

Heart Of Darkness - 

one-off adventure with 
Christopher lee’s voice - 
Virgin 

Hermie Hopperhead - 

Marioesque platformer - 
Japan 

Hl-Octane - quick-on- 
the-bandwagon conver¬ 
sion - Electronic Arts 
Hockeydrome - harsh- 
pants futuristic hockey 
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game - Activision 
Hunteis OfRalk - rpg 
with you taking the role 
of a spirit warrior - 
Cyberdreams 
Hyperblade - harshpants 
futuristic hockey game 
formerly known as 
Hockeydrome - 
Activision 

I Have No Mouth But I 
MustSaeam- ultra- 
violent rpg/adventure - 
Cyberdreams 
Incredible Idiots In Space 
“ see morons with 
weapons and lotsa ugly 
aliens - ASC 
Incredible Toons - Just 
like an interactive 
Warner brothers’ cartoon 

- Virgin 

Indycar Racing > less 
boring than nigei 
mansell - Virgin 
Johnny Bazookatone - 
could prove to be as 
good as its name - US 
Gold 

Johnny Mnemonic - 

keanu reeves’ movie in a 
game - Sony 
Jumping Flash (SP1, 
7.5/10) - bizarre 3D fly 
and shoot job, looks like 
starwing with knobs on 

- Sony 

Kileak The Blood: The 
DNA Imperative (SPl, 
8/10) - repetitive doom 
copy - Sony 
King’s Field 2 - realistic 
blood ’n’ monsters - 
Sony 


Knight’s Chase - 

reincarnation, museums 
and magic gloves - 
Infogrames 
Krozy Ivan - 
mechwarrior with knobs 
on - Psygnosis 
Legacy Of Kain - Old 
guy leaves something 
behind him - Crystal 
Dynamics 

Lemmings 30 - green¬ 
haired suicidal rodents 
get extra dimension 
Loaded - overhead view 
shoot’em-up using 
gouraud shading for 
effect - Gremlin 
Lone Soldier - hyper 
violent action combat - 
Telstar 

Marco Polo - re-live his 
epic, yet rather cold, 
adventure - Infogrames 
Mazin Mahjong - what’s 
the fascination with 
tiles? “ SunSoft 
Metal Jacket > 
mechwarrior with 
buttons on - Sony 
Minnesota Fats - poor 
pool game with added 
full motion video - Data 
East 

MLBPA (working title) - 

baseball with animation 
modelled on top players 
- Konami 

Monstrous City - large 
town full of ugly brutes - 
Virgin 

Mortal Kombat III (SP 1, 

8.5/10) - bloody beat- 
'em-up goes 32-blt - 
Sony 

Motortoon Grand Prix - 

next generation micro 
machines racer - Sony 
Ms Metoverse - look for 
the most desirable being 


in the universe - Virtual 
Vegas 

Muppet Treasure Island 

- kiddie interactive 
entertainment - 
Activision 

Myst - amazing 3D 
version of pc classic 
rpg/adventure/ 
puzzle/strategy - Sony 
Interactive Europe 
NASCAR Racing - 
incredibly popular PC 
game - Virgin 
NBA 

(working title) -■ 3D 
polygon 
basketball 
Sim - 
Konami 
NBA Jam 
Tournament 
Edition - 
arcade-per¬ 
fect basket¬ 
ball 

conversion 

- Acclaim 
NFL (Working title) 

- american footy 
programmed by original 
madden programmer - 
Konami 

NFL Quarterback Club 

’96 “ life-like american 
footy Sim - Acclaim 
Novastorm - 3D 
shoot’em-up - Sony 
Interactive europe 
Off-World Interceptor - 
stomach-churning Jumps 
over alien landscapes -- 
Crystal Dynamics 
Onside - footballing fun 
for all - Elite 
Overkill - gory military 
isometric view action 
game - Konami 
Panzer General - ssi war 
game - Time Warner 


Parasite - scary notion 
of a copper from another 
planet possessing you - 
Sony interactive europe 
Parodius Deluxe - 
standard h/scrolling 
shoot’em-up - Konami 
PGA Tour Golf’96 - 
texture mapped classic 
golf Sim - EA 
Philosoma - many- 
faceted shoot’em-up - 
Sony 

Popiotto Hebereke - 

cutesy tetris derivative - 
SunSoft 


★ 



The 

Sony 

The most stupidly 
named yet the 
most fluid 3D first- 
person perspective 
game on the 
PlayStation. Not a 
pixel in sight! 


Power Serve - 30 tennis 
with agassi & sampras 
caricatures - Ocean 
Power Sports Soccer - 
footy with players who 
look like members of 
kraftwerk - Sony inter¬ 
active europe 
Powerful Pro Baseball 
'95 & '96 - based on 
j-league baseball - 
Konami 

Powerful Family - 

archaic style scrolling 
beat’em-up - Sony 
Premier Soccer - multi¬ 
perspective 30 footy - 
Konami 

Primal Rage - monsters 
battering each other in 
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Sony 

Okay, so we 
reviewed the Namco 
version. If the Sony 
one’s any better, 
we’ll let you know. 
It’s a beauty! 


ballz-style sprite - UbiSoft 
Ray Tracer - shoot'em- 
up? - Taito 

Razorwing - strategic 3D 
blaster set in a hover tank 
- Sony 

Return of the... - tough 
guy with nunchukas - 



3D - Time Warner 
Prime Goal EX - exceed¬ 
ingly slow j-league footy 
- Japan 

Prisoner of Ice - beat the 
nazis (good idea) 
Infogrames 
Project Morph - 3D 
flashback sequel - 
Electronic Arts 
Project Overkill - intense 
military action fare - 
Konami 

Psychic Detective - 
Sherlock holmes goes all 
cerebral - Electronic Arts 
Rolden Project (SPI, 
8 / 10 ) 

standard v/scrolling 
shoot'em-up - Ocean 
Rapid Reload (SPI, 7/10) 
horizontally scrolling 16- 
bit style shooter 
The Raven Project - 
earth has been taken 
over, you must win it 
back - Mindscape 
Roymon (SPI, 9/10) test¬ 
ing platform game with 


ASC 

Ridge Racer (SP1, 
8/10) racing conver¬ 
sion - Namco 
Rise Of The Robots 
2 - this time the 
robots can jump 
over each other - 
Mirage 

Rood Rash - only 
decent 300 game 
gets a timely con¬ 
version - Electronic 
Arts 

Screaming Wheels 

- superfast racing 
simulation - JVC 
Sentient - save a 
space 

station - Sony inter¬ 
active europe 
Shanghai: Great 
Moments - tile game 
with knobs on - 
Activision 

Shanghai: Triple Threat - 

tile game with more 
knobs on - Activision 
Shredfest - snowboarding 
featuring video clips of 
real snowboarders - 
Electronic Arts 
Silverload - wild west 
adventure - Vic Tokai 
Slayer - ssi first-person 
perspective adventure - 
Time Warner 
Solar Eclipse - combat 
shooter in 30 texture- 
mapped universe - 
Crystal Dynamics 
Space Griffon VF-9 - hi- 
tech doom copy - 
Panther 

Spawn - stop the mad 
one before all the children 
disappear - Sony 
Spilt Realities - obscure 
two-faced goings on - 
JVC 

Starblade - original 


arcade star wars game 
gets proper graphics - 
Namco 

S.T.O.R,M. - underwater 
action in the 22nd centu¬ 
ry - ASC 

Street Fighter Animated - 
game of the cartoon of 
the game - Capcom 
Street Fighter The Movie 

- the game of the movie 
of the game - Capcom 
Sulkoden - manga 
influenced rpg - Konami 
Syndicate Wars - arcade 
action and strategy 
through 360 degrees - 
EA 

Team 47 Goman - action 
shoot’em-up - 47 Tek 
Tekken (SPI, 9/10) 
incredible multi-combo 
beat’em-up - Sony 
3D Baseball '95 - play 
ball in realistic stadia - 
Crystal Dynamics 
3D Golf (working title) - 
arcade conversion 
polygon golf - Konami 
3D Lemmings - next 
generation suicidal 
rodent-saving 
extravaganza - Sony 
interactive europe 
3D Soccer - polygon 
based footy game - 
Konami 

Tilt - colourful pinball 
from all angles- Virgin 
Time Commando - ani¬ 
mated action adventure - 
Electronic Arts 
TNN outdoors Bass 
Tournament '96 - catch 
fish without getting 
smelly fingers - ASC 
Toshlnden(SPl, 9/10) 
multi-view vs beat’em-up 

- Takara/Sony 
Toon Struck - warner 
bros cartoon licence - 
Virgin 

Top Gun - this will take 
your breath away - 
MicroProse 

Total Eclipse - Looks like 
climactic x-wing scene in 
star wars - Crystal 
Dynamics 


Tokl Meki Memorial 
Forever - rpg: a teenage 
boy looking for the girl of 
his dreams - Konami 
Twinbee puzzle game - 
bizarre pop ’n’ twinbee 
caper - Konami 
Twisted Metal - 3D street 
racer with 12 different 
vehicles and loads of 
weapons - Sony 
V-Mox (working title) - 
fast futuristic racer with 
spaceships - Mindscape 
Velocity - action game - 
PF Magic 

Virus - first-person 
shooter- Sony 
Warhammer - official 
licence of fantasy battle 
game - Mindscape 
Wathawk: The Red 
Mercury Missions - fly an 
armoured spaceship 
through canyons - Sony 
Watenvorld - film licence 
- Interplay 
Wing Commander 3: 
Heart Of The Tiger - 
multi-media platformer 
with Mark Hamill - EA 
Wipeout - superfast 
floating spaceshuttle 
racer - Sony interactive 
europe 

WWF Coin Op - wrestling 
nonsense - Acclaim 
X-Com - ufo, except 
underwater - MicroProse 
X-Men Children Of The 
Atom - different to baby 
ford children of the 
revolution - Capcom 
Zeitgeist - gratuitously 
blast away hordes of 
spaceships - Taito 
Zoop - addictive puzzle 
game - Viacom New 
Media 

Zotk: Nemesis - 
surreal horror story - 



'SonyT*ro christmrs 





WE 

SELL 

PLAYSTATION 


TEUFAX D1483 771117 

email 100776,35@compu5erve 

25 High Street, Woking, Surreg GU211BW 









A ?Mall priJe to pay for the be^t 


A Ma^^ive having 
of £20.A0 






offer ^ouVe 



I4V dir4 cheap 


Ar? a^nafiTig £12S per 
i^^ue of 


j-h aPf a penny per page of 

for Q whole year 


Play?4a4ior( Mag in 4he world 


Servd your cheque/po^4-al order 
Froopo^i- for £1S rtow 


gonna ge4 



YES I would like a one year subscription 
to SonyPro (12 action packed issues) at 
the incredibiy iow price of £15.1’il save 
over £20. CODE ???? 


Name 


Address 



Postcode 


Daytime, 


Payment enclosed. Send this form 
to: Database Direct, FREEPOST 
Ellesmere Port L653EB (no stomp is 
needed if posted in the UK) 


SUBS HOTUNE for credit cold hoMeis 
Tel: 0151 357 1275 
Fax: 0151 357 2813 



Q If you do not wish to receive more 
rubbishy stuff 




I 














O ne measure of a video game’s greatness is whether it’s had 
strategy guides published for it. Wait for it... Myst has. An < 
every sense of the word, the strategy guide for its 
PC incarnation is 160 pages long - an indication of 
Myst’s massiveness. 

First created in 1993 by Cyan Inc and Sun 
Corporation, Sony Interactive Europe is to release 
Myst on the PlayStation with added 32-bit 
splendour. The surreal island is back, and you have 
no option but to explore its mysteries. Featuring a 
totally original scenario, there are hundreds of 
pre-rendered locations to explore, all featuring 
ultra-high resolution graphics and incredible 
attention to detail. Hundreds of complex puzzles 
need solving in an ambient environment created by 
a haunting original soundtrack. 

The PlayStation version of Myst is 
due out on January 24 next year. 

Subscribe to SonyPro now to 
guarantee yourself the first full 
unexpurgated review. You are about 
to be drawn into an amazing 
alternative reality... 









Comm on kraznj style 


Sincre last month's preuieui, Krazy 
hjan has come on a treat but the 
people at Sony Interactiue 
Europe still aren't satisfied mith it 
Full lYlotion Uideo 

Hiiuences haue been 
added, the 
landscapes 
haue been 
suitably 
modified to 
emphasise 
differences betuieen 
the continents, and 


there are noui some superb 
lighting effects. 

The landscapes can noiu be 
battle-damaged (ie burnt] and, to 
keep you on your toes, each 
leuel noLu has a time limit If you 
don't clear any giuen region in 
time, the black knight appears to 
challenge you. 

The black knight is your euil 
alter-ego, much like uihen Luke 
scraps Harth Uader in the 
Dagobah system. If you beat him, 
you're stuck back uihere you 


mere 
Luhen 
the 
time 

ran out, only this time you knoiu 
better than to dauidle. 

Reuieuied ne»ft issue, hrazy 
hjan looks set to use the 
PlayStation's capabilities to the 
full — and that cran only be a gocx) 
thing. Sound bloke Tim lilright 
also UNDrked on UlipeOui so 
eKpect a pretty damn good 
soundtrack too. 



UbiSoft is to publish Anco’s Player 
Manager 2 on the PlayStation late 
next year. The French software 
house sold out its first shipment of 
10,000 units of Rayman, and saw it 
take the number four place in the 
charts, just behind Sony games 
Battle Arena Toshinden, Ridge Racer 
and WipeOut. Plans are afoot for a 
PlayStation version of the successful 
16-blt driving game. Street Racer - 




release scheduled for the third 
quarter of next year. 

Warner Interactive Entertainment 
(W1E) and Time Warner Interactive 
(Europe) have merged. Thank 
goodness for that. Everyone used to 
get the two mbced up. Now the two 
have joined forces to save any 
potential embarrassment. So. the 
likes of Primal Rage and Striker '96 
will now be published by the new 
company, it will retain the name of 


Time Warner Interactive, thus giving 
away which company was the 
bigger of the two before the merger. 

Blockbuster Video is now renting 
out PlayStations and PlayStation 
games. Available at 670 Blockbuster 
Video stores all over the country, the 
PlayStation costs £6.50 for two 
nights, with games coming in at 
£3.49. At the time of writing, there 
are only sbc games available for hire: 
Toshinden. Ridge Racer, Kileak The 


Blood. Rapid Reload, NBA Jam and 
Street Fighter: The Movie. 

Sharper images at realistic frame 
speeds are naw possible following 
the launch of Q-Motion, a new 
compression/decompression (CODEC) 
software from Attention To Detail 
(ATD), the Warwick-based software 
company. Initially available for the 
PC, the PlayStation version will be 
available before the year's out. Chris 
Gibbs, ATD's Managing Director, 
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up, up and aiuay-aye! 



ai 



The 25 eKtra leuels are 
set in a free 2 ing, barren 
uiorld — like Noniiay in the 
summer — uiith incredible- 
IcMsking castles standing out 
magnificently against the 
icy hcNi 2 on. Not content uiith 
ghjing PlayStation oumers 
this big bag of riches, a 
brand neui spell — the 
homing meteor — has been 
specially created too. 

Bullfrog's lYlanaging 
Director, Peter lYlolyneuK, 
commented: Magic Carpet 


PlayStation oumers are in 
for a treat coui*lesy of 
Bullfrog. The multi-auiarrl- 
uiinning PC CD-Rom game 
lYlagic Carpet receiued 


stretches corpputer 
technology to He limHe. The 
euperitir technology of 
machinee euch as the Sony 
PlayStation meane that me 
can tahe a superb game lihe 
Magic Carpet and reproduce 
rt in He entirety. Rleo, fhe 
action biae of Magic Carpet 
mahee H a natural choice for 
coneole conuereion. 

magic Carpet is due out on 
march 31 neKt year. For a 
more in-depth preuieiu, 
subscribe to SonyPre and 
you'll read it first 


J ack is Back. The re-make of the sinister PC game, 
Alone In The Dark, is to hit the PlayStation before 
the year is out. Already an established series in the 
PC market. Alone In The Dark is respected for being 
an action adventure game that scores highly on 
technical merit as well as the all-important gameplay, 
The reason why the PlayStation version has taken 
so long to appear is that French-based software 
publisher Infogrames wasn’t 
happy with straightforward 
conversion, rightly believing 
the 

capable of much more 
impressive animation 
colour than the PC. 

Infogrames is confident that Jack Is Back (Alone In 
The Dark with next generation knobs on) will provide 


hours 

the 

to 

create 

movements front 
backgrounds. 

The 3D animations 

of both the characters and the interactive objects 
move In real time, thus giving the whole proceedings 
a sense of utmost urgency. 

Reviewed in next month's SonyPro, Jack is Back is 
likely to attract the more mature gamer, 
although at the end of the day it’s still 
all about killing things. S. 
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commented: Initially Q-Motlon will be there'll be os 
targeted at games developers. many PlayStation 

Q-Motlon Is competitively priced to owners as SonyPro 
enable every developer to benefit from readersi % 

Its speed and quality advantages. It’s a battle of the % 

Sony’s PlayStation advertising British software publishers ^ 

spend is four times that of the Sega to capture the rights for } 

Saturn. Time will tell whether It sells Ascii’s American PlayStation 
four times as many - SonyPro reckons release, King’s Field II. Set In 
it’ll outsell the Saturn by at least that the medieval forests of Verdite, 
amount. The PlayStation had already the player has to battle against 
sold 30,000 units by October 9 - soon the forces of good (hello?) and 










T he game that everyone waited for, which 
became the game that everyone wondered 

why they’d waited for it, has spawned 
a sequel. And guess what? This time 
it's got gameplay! 

Just to recap. Rise Of The Robots 
was massively hyped a year ago. It 
looked superb but it played 
pathetically. On some formats the 
robots, in a one-on-one fighting situation, couldn't 
even cross each other to the other side of the 
screen - a fundamental mistake. 

Rise 2, the Resurrection, sees all the problems 
of the prototype addressed, as well as much, 
much more besides. After Rise 1 's relative failure. 
Mirage is taking the project very seriously, to such 
an extent in fact that an independent market 
research programme has been undertaken so the 
punter’s demands are met head on. 

What it all boils down to is this: The PlayStation 
public is about to witness a graphically splendid 
and massively playable beat’em-up to give 
Tekken and co a severe run for their money- 
Released in February '96, stay with SonyPro for 
further hot robotic information. 






(aahhh) evil. Never approach 
^ ^ the Island, though, for the 


earliest stages of film and game 
development, jointly marketing all 


and the PS GamePad 8 (£24.99) 
offer serious alternatives to the 


for which - 
featuring pictures 


sleeping beast In the darkness products and sharing resources. standard Issue grey Sony joypads. of assembled 


awaits the great awakening. 

Acclaim and Warner Bros 
Interactive Entertainment have 
joined forces In a multi-title 
arrangement to jointly publish 
Interactive entertainment software 
based on Warner Bros’ 
In-productlon movies. The 
companies will co-operate from the 



Acclaim is also well on its way to 
acquiring Probe Entertainment and 
Sculptured Software - two of the 
biggest independent software 
developers in the universe. 

Two great joypads - not 
mentioned In the Peripheral Vision 
feature - have just come to our 
attention. The PS Propad (£29.99) 


Available in Britain now, ranksters - 

Spectravideo is the punreyor. received a ban 

Demolition Derby - last month’s from the 
game of the month - Is currently Advertising 
the fastest-selling CD-based game Standards 

ever, shifting over 4,000 units Authority), 

within four days of sale. The previously 

much-hyped PC CD-Rom title held the 

Command & Conquer (an advert record. ^ 
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Micro Machines 96 only for Sega Mega Drive 


Codemasters’^ 


pure gameplay 


^-CART 

JOYPAD CARTRIDGE 


® !!!!!![! ah Rights Reserved Cotaasters. and are trademarks bein| us^ed under licence by Codemasters Software Company Ltd. Micro Machines is a registered trademark owned by Lewis Galoob Toys Inc. 


Codemasters Is using the Micro Machines mark for this product pursuant to a licence. Codemasters Is not affiliated to Lewis Galoob Toys Inc. Sega and Mega Drive are trademarks of Sega Enterprises Ltd. Codemasters is 


using the trademarks pursuant to a lienee. 












strategic warfare 





NeKt year uiill see the PlayStation release of Syndicate lilars. Rs predecessor. 
Syndicate, uient doum a storm on the w»-bil formats and the PC, and lilars 
continues ujhere Syndicate left off. 

The plot inuolues three different interest groups uiho are bidding to rule 
*^-|ndic:ate uiorld. Eerie realism is created by neui light sourcing 

aking search lights, fires and explosions illuminate the stark futuristic 

the landscapes. R c:riticism that could possibly haue 
been leuelled at Syndkrate mas that sometimes it 
plodded along, but this has been addressed in lilars. 
mhere the action is more arcade-style. Bullfrog's 
commitment to multi-player games mill be reflected 
upon release - published by ER in January — mhen 
seueral options for simultaneous play mill be inclucJed. 


Issue one sells out! 


Last month's SonyPro. the uery first issue of 
mhat already seems to be an institution in 
the PlayStation morld, sold out and 10,000 
extra copies had to be printed to cope mith 
the huge demand! 

it seems that discerning PlayStation 
punters — that includes you! — haue already made 
their mincJs up about mhich mag is going to serue 
their needs the best in the next generation. Thanks 
to all our loyal readers for helping us gel off to such 
a blistering start Rnd don't forget to subscribe — H's 
cheap and you'ue just turned past the page. 





Stare lend eupport 


Rock-hard British boxer Prince Naseem 
is officially endorsing the PlayStation. 
He's the IJJBC intemational super- 

r bantammeight 
I champ, so dcm't 
* mess. Check out 
his snazzy nem 
pair of shorts 
the next time 
he's on telly. 
Bamon Rlbam 
out of Blur mas 
recently seen 
playing the 
PlayStation in 
the Top Of The 
Pops changing 


Pr ou i o m o d 

nsMtifiontti 

Tekken 2 — 
exclusiue 
preuiem 
uieming of ream 
beat'em-up 


rooms. 
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so VOU THOUGHT IT WAS £299»! 





Official UK Sony 

PlayStation 

"0 £27999 


O 1.S0NYJ0YPAD 

£24.99 

S 2. SONY MEMORY CARD 

£19.99 

5 3. SONY MOUSE 

£24.99 

m 4. SONY LINK LEAD 

£19.99 

= 5. SONY SCART CABLE 

£24.99 

6.NEGC0NPAD 

£44.99 

^ 7. SCART CABLE 

£19.99 

^ 8. JOYPAD EXTENDER CABLE 

LU 


£14.99 




SONY 


COMPUTER 

ENTERTAINMENT 


TEKKEN - 8 characters and 9 bosses 
all with devastating attacks^ 
super smooth animation with 
mind-bending^ back breaking martial 
arts manoeuvers 

DESTRUCTION DERBY - 


Reckin'Racing^Stock Car Ra 
Destruction Derby & 

Time Trials, 

Hit and Run Mayhem with 
no rules no time limits & 
no pit stops 

THIS MONTHS HIGHLY RECOMMENDED GAMES 


HERE IS JUST A SELECTION OF SOME OF THE OTHER GREAT TITLES AVAILABLE 


V TOP TEN GAMES 


Theme Park. 

. £37.99 

Ultimate Paradious. 

. £36.99 

Rayman. 

. £39.99 

r Ridge Racer. 

.£37.99 

Fade To Black. 

. £37.99 

Motor Toon GP. 

.£36.99 

Prowler. 

. £36.99 

^ Tekken . 

£39.99 

Primal Rage. 

. £37.99 

Streetfighter The Movie... 

.£34.99 

Creature Shock - 

Special Ed£39.99 

Tohshinden. 

£39.99 

Split Realities. 

. £37.99 

Cybersled. 

...£34.99 

Defcon 5. 

.£36.99 

1 jumping Flash. 

£37.99 

Screaming Wheels. 

. £37.99 

11 th Hour. 

...£37.99 

Syndicate Wars. 

. £37.99 

Wipeout. 

£39.99 

Rapid Reload. 

. £34.99 

Starblade. 

...£39.99 

Goman. 

. £37.99 

Destruction Derby. 

£36.99 

Raiden. 

. £37.99 

Krazy Ivan. 

...£34.99 

Rollcage. 

. £34.99 

j 3D Lemmings. 

£34.99 

Boxers Road. 

. £37.99 

Assault Rigs. 

...£36.99 

Air Combat. 

. £37.99 

Mortal Kombat 3. 

£39.99 

Dynamic Tension. 

. £37.99 

Road Rash. 

...£36.99 

Goal Storm. 

. £37.99 

FIFA 96. 

£36.99 

Shellshock. 

. £37.99 

Magic Carpet. 

...£36.99 

Project Overkill. 

. £36.99 

Actual Golf. 

£36.99 

Waterworld. 

. £37.99 

Spot Goes To Hollywood . .£36.99 

Arc The Lad. 

. £37.99 


WE ONLY SELL UK PRODUCTS . ... NO IMPORTS!! 
WE GET ALL THE GAMES FIRST, SO WE DELIVER 1ST!! 



MAIL ORDER DIRECT ON 

01442 279700 

217 LONDON ROAD • APSLfY • HBVia HBVIPSTEAD • HBTTS HP3 9SE 


Cheques/Postal Orders payable to 
Playstation Direct Limited 

Postage & Packing 
SONYPLAYSTATIONMACHINE £5.00 

Software & Accessories FREE 

10 TELEPHONE LINES Hi 
Open 10 a.m.-7 p.m. pi^ 















































storm in a teacup? Or a storm in a 
doubie -O cup? You can only go so 
far in a massive great bra 




Ride a bike, ride a luge, ride a skateboard, 
cos it’s gonna be huge 


s from the PlayStation universe of verse 













